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| SMELL A RATE... 


| recently participated in a telephone conference that originated at the SPA conference in Dallas. The topic 
was the Recreational Software Advisory Council (RSAC), which has just been created as an independent 
advisory board developed to rate software. While it claims that it will be available to all media, thanks to the 
heavily video game-based IDSA plan, the majority of the games rated by RSAC will be computer titles. 

The way the system will work is that companies 
will submit their software to an independent coun- 
cil that will, in 24 to 48 hours, provide a rating 
based on content of violence, nudity/sex and lan- 
guage. Each rating will be from one to four and 
will contain a description of why the game 
received the rating it did. Additionally, there will 
be an icon of a thermometer with the mercury shown from one to four for an instant reference for the con- 
sumer. As an example, at the conference, Doom was tentatively rated as follows: 3 in violence and 1 in lan- 
guage. It did not receive the highest rating in violence, because, while it does contain violent acts against 
sentient beings, it does not contain gratuitous acts of violence, since the creatures are never attacked when 
they are defenseless. The violence description for Doom, tentatively is “blood and gore.” The language rat- 
ing, which equates to “mild expletives,” is due to the presence of the word “hell” in the text. The game con- 
tains no nudity/sex content, so it received no rating for that category. 

The basis for the rating system is a fact-based one, as RSAC is trying to avoid the stigma of being a sub- 
jective rating scale. Game manufacturers answer questions about their product on a number of topics, and 
the rating on the three categories is then determined. If it meets the criteria of the proverbial “family enter- 
tainment,” the rating given is “ALL,” or suitable for all audiences. Doom, in the example above doesn't fit that 
criteria, and thus id Software was required to 
answer a number of questions regarding the 
game's content. The questions are objective and 
fair as well as non-judgmental. By the time you 
read this, you will have already seen some com- 
puter products on the shelves with these ratings 
in place. 

| have long held, since this whole topic started in fact, that | support the idea of a rating system in this 
industry, as long as it is not controlled or sponsored by the government. RSAC’s system, while it comes as a 
response to pressure from Congress, is an independent panel, less than half of whom are members of the 
software publishing community. The other members are educators, psychologists and others who have no 
stock in this industry but who have knowledge that is pertinent to this industry. While there are some prob- 
lems with the RSAC rating system, they are, for the most part, problems that are inherent to any rating sys- 
tem (we'll go into these in just a moment). Because this system is easier for the consumer to refer to than 
the IDSA system and does not have the problem of being age-based, and since for smaller companies the 
price of the RSAC rating is merely $25 as opposed to $250 for IDSA, Computer Game Review is 
stepping forward in favor of the RSAC system for rating software. From here on out, all software titles that 
have been rated by RSAC will have those ratings printed as a part of their review in this magazine. 

Are there problems? Yep. The main one | see is that in spite of the assurance of the RSAC panel that was 
promoting this rating system that this is not a tool of censorship, | think the potential for that exists. It would 
be very easy for a retail outlet to deny the pres- 
ence of a particular title on their shelves on the 
basis of the game's overall rating. It is also just as 
easy for a retail outlet to deny shelf presence to a 
title that is not rated by the system at all. These 
are real worries, and despite the board’s optimism 
on these points, | think these are concerns that will soon be coming to the forefront. However, these prob- 
lems are surmountable. The RSAC system of rating software, while far from perfect, is a step in the right 
direction. It provides information for the consumer and allows the manufacturer of a game to be more 
responsible in the creation of their product. It will be interesting to see where this goes, but this makes a 
great place to start. 
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COMPUTER GAME REVIEW IS STEPPING 
FORWARD IN FAVOR OF THE RSAC 
SYSTEM FOR RATING SOFTWARE. 
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YOU WANT REAL? O.K. HOW DOES AUTHENTIC NFL PLAYS AND FORMATIONS RUN BY PRO PLAYERS 
SOUND? WE SHOT LIVE FOOTAGE WITH DIVING CATCHES, FUMBLING, BLITZING, INTERCEPTIONS, YOU 
NAME IT. WE’RE TALKING THOUSANDS OF PLAY OUTCOMES. IN FACT, THINGS GET SO INTENSE IN THIS 
GAME IT DOESN’T TAKE LONG TO SEE WHY NFL COACHES HAVE ALL THAT GREY HAIR. 


Live Action Football is a trademark of Accolade, Inc. ©1994 Accolade, Inc. NFLPA is a trademark of the National Football League Players Association and is used 
under license by Accolade,|Inc. TM/©1994 NFLP. Licensed by The NFL QB Club Inc. The Sport Accolade logo and Sport Accolade are trademarks of Accolade, 
Inc. Al Michaels’ and Pat Haden's names are used under license by Accolade, Inc. Macintosh is a trademark of Apple Computer, Inc. All rights reserved. 
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WE’VE GOT AL MICHAELS GIVING 
YOU PLAY-BY-PLAY AND PAT HADEN 
DELIVERING COLOR COMMENTARY. 
SO CHOOSE YOUR PLAYS WISELY. TO 
TURN UP THE INTENSITY, WE PUT 
REAL FOOTBALL SOUND EFFECTS ON 
A SEAMLESS AUDIO TRACK. YOU 
CAN PLAY AGAINST THE COMPUTER 
OR A FRIEND. THERE’S INSTANT 
REPLAY AND TONS OF STATISTICS. 
WHAT MORE DO YOU WANT? ICE 
WATER POURED OVER YOUR HEAD? 


iF YOU’VE GOT A PC OR MAC WITH am 
CD-ROM, YOU CAN COACH ’TIL IT HURTS. LIVE ACTION 
JUST HOW REAL IS LIVE ACTION FOOTBALL? 

LET’S JUST SAY IT’S BEEN APPROVED BY FOOTBALL 
THE NFL AND THE PLAYERS. 
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Reader's Digest Multimedia SimTown by Maxis 140 

Crosswords by Inter Media 34 Magic Carpet by Electronic Arts 142 
Under a Killing Moon Relentless by Electronic Arts 144 
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Aces of the Deep by Dynamix 40 by Dynamix 146 
system Shock by Origin 44 — Ishar 3 by ReadySoft 148 
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The Legend of Kyrandia Book 3: 

Malcom’s Revenge by Virgin Games 60 Lords of the Realm by Impressions 188 
JigSoft by Eclectek 62 Battle Isle 2200 by Accolade 192 
Quarantine by Gametek 64 
oth Fleet by Avalon Hill 66 
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Space Simulator by Microsoft 70 
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In this world of 
entertainment soft- 
ware, there are 
games that seek to 
follow the pack and 
cash in on someone 
else’s hard work. 
There are also those 
rare games that do 
everything they can 
to transcend the 
genre and do some- 
thing that no one 
else has dared to try 
before. Witness the 
release of Under a 
Killing Moon from 
Access Software. It’s 
been a long time 
coming, and it’s 
grown from a CD- 
ROM game into a 4 
CD-ROM game. It 
provides the player 
with adventuring action that has not been equalled or duplicated. UAKM is totally new and totally 
different from anything you've seen before. The graphics are stunning, the sounds and music 
great. The question, of course, is how good of an actual game is it. To find out the answer, turn to 
page 36. 
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DOMARK UPS THE 
FOR ROLE-PLAYING GAMES? 


SOFTWARE AHOY, Part ] 


| am responding to the article under Initialize in 
the September ‘94 issue of your magazine. Let me 
tell a little bit about myself. | am sitting at this 
moment behind my computer desk, and when | 
look up, | see 2 big shelves of computer game 
boxes. | haven't even counted them—l think there 
must be about 50 or 60 games. Every 3 months | 
usually buy some more. Since | have been playing 
games over the last 5 years, | have come to know a 
lot of friends and have acquired some contacts who 
play games on their computer. For me, a natural 
extension of that is that we trade some games that 
we have. So, here you have it, the story of a 
Computer Game Pirate. The only problem is that | 
just described how just about ever computer gamer 
in America conducts her or himself. | consider 
myself to be a moral person, and when | do some- 
thing wrong, that little Jimminy Cricket in my head 
goes off right away. When | copy that game for a 
friend, nothing happens. The problem is, of course, 
the computer itself: a few key presses and disk 
swaps and there is your copy, all in the privacy of 
your own home. It is the same with music cas- 
settes—if the music industry also sells you dual 
cassette decks, what do you think is going to hap- 
pen? Well, you are going to make copies and you 
will give some to your friends. 

| am about to upgrade my computer system and 
that new system will include a CD-ROM drive, and 
believe it or not, | am looking forward to the day 
that computer games will only be sold on the CD 
format, because | know those games will be better 
and cheaper. And, | hope that the industry will not 
shoot itself in the foot be selling writable CD-ROM 
drives. 

Well, these are my thoughts on this issue. | think 
my overall conduct helps keep this industry alive 
rather than leads to its downfall! 

Software Pirate 


SOFTWARE AHOY, ParT 2 


| just finished your article The Product of Piracy, 
and | am compelled to write, because | work for a 
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AVAST! THERE’S A TRIO OF 
LETTERS ON PIRACY! 


THREE DIFFERENT VIEWPOINTS FROM THREE DIFFERENT 
READERS MAKE AN INTERESTING PICTURE OF THE PROBLEM. 


send your questions, comments, witticisms and criticisms to: 
Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 
send e-mail on CompuServe to: 
79057, 1672 


major software retailer. What you wrote about, | see 
every day. Customers call every day asking how to 
install any number of games or programs. | usually 
answer that complete instructions are in the manu- 
al, and invariably | find the software in question is a 
“copy” from a friend or a relative, or downloaded 
from a bulletin board somewhere. One person was 
so adamant that | explain exactly how to install a 
“copy” that | finally gave him the 800 number of the 
SPA in Washington, D.C. (Way to go!—ed) 

You also questioned whether anybody would 
steal a toaster, and the unfortunate answer is a 
resounding yes. | find empty software boxes about 
once or twice a week, and this is not limited to my 
store. The local CompUSA store now has an 
employee by the door to check your purchases as 
you leave, because they lost too many laptops to 
theft. My company is in the process of installing 
anti-theft devices by our front door. 

Software companies have simply made it too 
easy to steal their software. This will never change 
as long as profits determine actions. Protecting 
software from being copied means taking the 
chance that someone somewhere will not be able 
to run a legitimate copy. | usually have about two 
customers per month call, asking why their Quicken 
sub-directory disappeared from their hard drive. 
They simply don't realize that they must call Intuit 
for an unlock code, or their program is only good for 
twenty-five uses. Stockholders do not want to hear 
about their investment causing problems, and this 
is the reason why copy protection is going the way 
of the 286 processor. Isn't AutoDesk the company 
that indicates for every copy of AutoCad actually 
sold, four copies are made from the original? Does 
this mean AutoCad should sell for $1000 per copy 
instead of the $5000 per copy that it does sell for? 
It's easier for a software company to raise the price 
for each copy sold than it is to put protection into 
the software. Yes, this raises the prices that we all 
pay, but people don’t see it that way. | think they 
see it as a game. | think they see it as, “I paid more 
for this one game, so I’ve got to make a few extra 


copies of it to get my money’s worth!” As far as I’m 
concerned, this type of attitude is unconscionable, 
but this is the feedback | get from my customers. 
[There is a product called} Neverlock specifically 
designed to defeat copy protection. And | sell it. 
How do |, in good faith, take a game back from a 
supposedly disgruntled customer when | see on the 
receipt that he/she bought the game and Neverlock 
at the same time? He or she swears no copy was 
made, yet even though | strongly suspect that a 
copy was made, | can’t call the customer a liar and 
expect to keep my job. 

The problem of software piracy will not go away 
simply because it is so easy to copy software and 
give it to a friend. People copy software in the pri- 
vacy of their homes, give it to their friends; and they 
know nobody is going to do a damn thing about it. 
Every six months or so, | get a call from a major 
company that is on the verge of being audited, and 
they desperately want six hundred copies of 
Microsoft Word. They wouldn’t even care about 
buying those copies if they weren’t about to be 
audited. As long as people can copy software and 
get away with it, they will continue to do so. We can 
do little else but try to appeal to a person’s better 
side—and hope they have one. 

| feel as strongly as you do about the problem of 
software piracy, but the times they are a changin’. | 
fear that you and | are blowing in the wind. 

Mark Boyer 
Mesa, AZ 


Software AHOY, Part 3 


Being a, generally, law-abiding citizen, | find 
myself in the dubious position of strongly disagree- 
ing with many of the points, both expressed and 
implied, in Mr. Honeywell's editorial The Product of 
Piracy, in your September, 1994 issue. 

| can understand a certain bias towards the soft- 
ware publishers, after all, no one wants to bite the 
hand that feeds them, but to boil the issue of copy- 
ing commercial software down to “piracy is theft, 


t violent 3D action game of the year. 
just in timeor Christmas. 


Santa’s not the only one who’s gotta slay this You're equipped with the most vicious weaponry 
Christmas. As part of the High-risk United ever seen. But have you got the guts to blaze 
Nations Taskforce (HUNT), you must devastate through hundreds of deranged terrorists and 
and destroy...to ensure peace on Earth. slaughter their sinister masters of death? Yes! 
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° Fierce Comm-bat™ zones ideal for massacres ¢ Kill your enemies! Kill your friends! ¢ 20 Mb of bone jarring, gut-spewing graphics 
during modem and network play. and blood-curdling digital sound. 
™ LS 
FormGen 
INCORPORATED 


Created by Apogee Software, Ltd. and distributed by FormGen Inc. 7641 E. Gray Rd, Scottsdale, AZ, 85260 (800) 263-2390 
Available on disk and CD (body bags not included) 


, ta age we've been netting apa 
/ CyberJudas, Kevin has been playing a heck of a 


lot of Colonization and an equal amount of 


_ Master of Magic. He still tools around in Doom I 
_ when he needs a break from the daily grind, as 


well, although life might be more pleasant if he 
would stop muttering the editor's name hated 


time he killed a Revenant. 


been known to lose limbs in the fury that is Ted 
when the soundcards aren't working. Master of 
_ Magic has topped his list this month, and he’s 
also lost several days reliving his glories of 
stomping various computer players in Lords of 
the Realm, which is fine, except that he keeps 
calling the Knight “Steve.” 


Tasos: One of the only people we know who 
has to spell his name for others everywhere he 
goes, Taso is often found sitting at one of the 
computers with beta software. He’s established 
himself around the office as the guy to go to 
when you need an inventive headline or caption. 
Taso recently took Doom || home, which implies 
that he can’t get enough of it at the office. 
Otherwise, he hasn't been sticking with any par- 
ticular game. He hasn't been doing anything out 
of the ordinary with his references to the editor, 
this makes our editor quite suspicious. 
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. ed: Ted fas bah | up to his elbows in the guts. 
of one of our 486’s installing hardware, and 
occasional cursing loudly. It's at moments like 
— these that one thinks we could pull a good- 
_ natured prank or two, but lesser mortals have 


and theft is wrong” is gross oversimplification. It is 
simply not a black-and-white issue. 

With the software industry posting bigger and big- 
ger profits every year, statements that piracy is 
“killing this industry and everyone in it” not only 
smack of melodrama, but are downright comical. 
Such sweeping exaggerations are designed only to 
elicit an emotional response rather than a rational 
one. 

What Mr. Honeywell refuses to acknowledge, 
much less discuss while he’s on his editorial soap- 
box, is the fact that computer software prices are 
getting out of hand. Software publishers are in busi- 
ness for one reason, and one reason only—to 
make money. Every year, we see prices spiral high- 
er and higher, until these days, if you want to play 
with a decent piece of software, you often have to 
shell out over $50 or $60! Now if we all worked for 
software review magazines and got much of our 
software for free, we might not gripe about the price 
of the packages we did have to pay for. But the fact 
is that most of us have to pay for our software and 
the prices are just too high. 

Far too often we hear that these high prices are 
justified by the development costs of the software. 
Then the caveat is always thrown in that the prices 
have to cover the revenues lost to software pirates, 
too. Let's just take a look at this part of the equation 
for a moment. How does any publisher know how 
much money they are losing to software piracy? 
Most of them fall back on the data provided by the 
SPA. And who makes up the SPA? Well, software 
publishers themselves. And where, pray tell, does 
the SPA get these magical numbers? They esti- 
mate. In case you weren't aware of it, an estimate 
is just a fancy way of saying “guess.” So, the pub- 
lishers base their prices, in part, on estimated lost 
revenues for which they themselves provide the 
estimate. In other words, software publishers can 
set their estimates of revenues lost to piracy as 
high as they need in order to justify the whatever 
price tag their voracious appetites for profit demand 
they put on a product. 

Mr. Honeywell is quick to assail the altruism of 
software crackers, yet all too willing to accept the 
software publisher's plea that all they want is fair 
compensation for their labor. How many copies of a 
certain popular word processing program (which 
Shall remain nameless) have to be sold at $400 a 
crack before the publisher has been compensated 
four or five times over? With said publisher citing 
more than 10,000 registered users, that’s $4 million 
from one product! When it comes to the computer 
game industry, many products are merely applica- 
tions of previously developed game engines, with 
perhaps a face-lift and a bug fix or two. Yet the 
publisher feels no compulsion to lower the price 
any. In fact, the second product will probably be a 
bit more expensive. 

To cap off a thorough misunderstanding of the 
issue, Honeywell concocts two of the weakest 
analogies | have ever seen. Copying commercial 


software is not the least bit like stealing a toaster or 
a joystick from a store. Copying software is more 
like borrowing a friend’s toaster or joystick and 
building your own exactly like it, using the original 
as a template. The original object still exists, and 
the rightful owner still has it. No one has had any- 
thing taken from them. The publisher has been 
deprived of profit from the second joystick (or toast- 
er), but nothing has been stolen from them. 
Depriving someone of something they never had in 
the first place is not the same thing as stealing 
something from them. 

The bone that Mr. Honeywell is willing to throw to 
software “pirates” is that it is unfair to be asked to 
pay for something you've never had the chance to 
try out first. Who would buy a car without test dri- 
ving it? Who would buy clothes without even both- 
ering to see if they fit? This exact situation is what 
led to the rise of the shareware industry. How many 
people would have bought Sierra’s Outpost if they 
had known what a turkey the game is? How many 
people don't think there’s some thought devoted to 
the concept that even if a product is bad, many 
people won't bother to return it? Now add to that 
the fact that much of the time, the return must be 
made to the publisher rather than the local retailer. 
And who pays postage for mailing the product 
back? The buyer does. 

If more companies provided cheap, inexpensive 
working demos of their products, the situation might 
more quickly resolve itself and the publishers of 
truly good products would sell more copies. Then 
they could charge less, which would lead to more 
sales and fewer illegal copies. One needs only to 
look to id Software’s marketing approach for Doom 
to see an example of this in action. Of course, there 
are always going to be pirates, but | would suggest 
that not so many more than there are publishers 
who charge far more than Is justified for their prod- 
ucts. 

Software piracy is a problem. But, in the current 
market environment, it just might be justifiable 
rebellion. The software publishers need to acknowl- 
edge their contribution to the situation, and an oth- 
erwise excellent publication like CGR needs to tell 
both sides of the story. To do any less is simply 
irresponsible journalism. 

And by the way, the “butter” comment in MST3K 
comes from the third season episode “Daddy-O.” 

Brian Curley 
Madison, WI 


To our first writer—just because it’s easy to do 
and everybody is doing it, it isn’t right to do, and the 
fact that you also make legitimate purchases of 
software doesn’t mean it’s okay to pirate. 

To our second writer—At this point, not much sur- 
prises me. I'm not surprised that people walk out of 
your store with products they haven't purchased, | 
just don't think the average person does that. And, 
(unlike our third writer) | think the analogy is a good 
one. 
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Software prices have gotten out of hand, but the 
producers of that software are not going to sudden- 
ly decide to become altruists and lower their prices. 
Finally, the idea of having six hundred illicit copies 
of anything is rather sickening. 

To our third writer—yes, the argument in the 
September issue was somewhat oversimplified, but 
at it’s core, piracy Is still theft. As | just said above, 
prices have gotten out of hand, and we as a maga- 
zine, and the reviewing staff in specific, are asked 
to keep the price of a product in mind when review- 
ing. We often make the comment that a particular 
product is overpriced for what it offers, and while 
the huge majority of our reviewed products are sent 
to us, we still do go to local retailers and price prod- 
ucts. Pricing is an important part of our review. 

| am also aware that the word “estimate” is a 
fancy word for guess. Webster's backs us both up 
on this. I'm curious as to why you think the software 
entertainment industry, more than say, the movie 
industry or car manufacturers are rapacious little 
scurvy trolls out for your hard-earned bucks. 
Sounds a little on the paranoid side. . . 

I've been accused of weak analogies before, but 
never by someone who makes and equally, if not 
more so, weak analogy. Either that, or | wasn’t 
aware of the fact that software pirates used games 
as a template to reconstruct their own version of 
the code for a product. However, in a sense you 
are right. Piracy is less like stealing than it is like 
counterfeiting, which is a criminal activity (accord- 
ing to Webster again) that is remarkably like pro- 
ducing unauthorized copies of something, although 
technically, counterfeiting involves trying to pass off 
a copy as genuine to someone else. It does involve 
copyright infringement, something that you, as a 
reviewer of pen-and-paper games (Big Brother is 
EVERYWHERE!) should understand. It’s the same 
sort of thing as, say, several thousand people mak- 
ing photocopies of the magazine you write for. They 
haven't taken anything from you—you've lost noth- 
ing that you had. But one would imagine that you'd 
rather have those people buying licit copies of the 
magazine (course, maybe they cost too much). It’s 
all a matter of intellectual property, something a 
reviewer should be attuned to. 

As far as id's strategy of marketing, one would 
need to question the fact that there is no shareware 
version of Doom II. It's their philosophy to produce 
a shareware game followed by a retail game. 
Shareware Is a legitimate thing, and | would love to 
see more publishers take advantage of it. By the 
way, your analogy falls through here, too. When 
you test drive a car or try on pants, you do not have 
the ability to keep them without paying for them like 
you do with software. If you do, it’s thievery, and 
we're back to square one. 

And yes, that is the correct source of the butter 
comment. The episode is a favorite of several of us, 
although It's still not as good as Catalina Caper or 
Ring of Terror. Oh, and incidentally, you can call 
me Steve. 


16 COMPUTER GAME REVIEW 


TacOops... 


The following excerpt is from the creators of 
TacOps, Arsenal Publishing, who took exception to 
one of the comments made by one of the reviewers 
in last month's issue about the game's graphics. 


The graphics of TacOps are subdued for a num- 
ber of reasons. The primary driving force was to 
allow the average user to have a game with a 
decent appearance that does not crawl and does 
not hog disk space. The information windows use 
basic black and white for functional clarity. Map col- 
ors are light pastels because large areas of bright 
colors become annoying to may people after sever- 
al hours of viewing. 

The art palette was limited to sixteen colors to 
maximize screen drawing speed and reduce 
demands on the user’s disk storage space and sys- 
tem memory. With sixteen colors, the complete 
game package requires well over five megabytes of 
disk space. If the battle map, windows, and unit 
symbols were done in 256 colors, the game would 
require twice as much hard disk space to store. The 
user would also need a couple extra megabytes of 
system memory to run it. 

TacOps can be a very busy game, particularly in 
the larger scenarios with a hundred or more moving 
units per side. Speedy animation on that scale 
makes heavy demands on processors. Rapidly and 
smoothly animating several hundred independently 
acting small objects in 256 colors is presently only 
feasible on new computers or on high end older 
machines. One of [the] design philosophies is to 
program for last year’s average computer, not next 
year’s. .. 

Jim DeGoey 
President 
Arsenal Publishing 


The comment “The graphics are basic and there 
is no flash, but what would you expect from an ex- 
marine” were in no way intended to disparage the 
graphics created for TacOps. The intent of the com- 
ment was to stress that the graphics are utilitarian 
and without frills, an idea that many people associ- 
ate with the Marine Corps. This wasn’t meant to 
imply that either the graphics or the game were 
lacking In any sense and was not meant to cause 
any offense. We are very sorry for this misunder- 
standing. 

Incidentally, PC players can look for TacOps to 
be released for Windows in the near future. And 
despite what Arsenal's distributor Alliance 
Interactive says, the game’s suggested retail price 
is $69.95, not $79.95. 


RANDOM THOUGHTS. . . 


First off, I'd like to say that your magazine is by 
far the best, and | totally support reincorporating 


CGR and CD-ROM Entertainment. | never really 
liked having a CD reviewed by only one person. |’d 
also like to say that | have absolutely no opinion on 
whether Game Over should come back—| wouldn't 
mind it, but | don’t need tt. 

Now that that’s out of the way, I’d like to give my 
two cents on a couple of things. First about 
Outpost—l’ve never played it before, but from what 
I've hard it's not worth the box it’s packaged in. 
Why on earth would Sierra release the game with 
so many bugs? Didn't they play it before it was 
shipped and think that maybe people might be a lit- 
tle disappointed? It does seem a pity that all of the 
free hype they must have gotten (if that’s the word) 
with asteroids smashing into Jupiter and all, has 
gone down the drain, but most would say they 
brought it on themselves. It may be a screen saver, 
but a game? Never! 

You must have known I’d have an opinion on WC 
and X-Wing. Well, | personally like WC more than 
X-Wing, but only be a very slim margin. | have 
bought TIE Fighter and love it. | beat it in four days 
and am now going back and beating all of the 
bonus goals. | do think WC3 is going to wipe every- 
thing out, but I’ve only seen the filming part of it, so 
for all | know the game itself will be another 
Outpost, only with Mark Hamill in it. How about 
doing a commentary about the technical part? 
While we're on the subject of WC3, I’d like to know 
if all of the X-Wing fanatics out there will be able to 
[give WC3] a bad rap. 

About Doom, | got the demo off a local BBS and 
was instantly amazed, so soon after, | went to 
CompUSA, Microcenter and Egghead Software and 
none of them had the full version. Is it being 
shipped to retail stores or do | have to wait two 
weeks for it in the mail? | heard off CNN that 
because of the success of it, a movie company 
bought the rights to it. 

How about putting in a picture of yourselves so 
we can see who's giving all the good reviews, and 
No slipping in pictures of Tom Cruise. 

Anonymous for tax reasons 
Herndon, VA 


As to why Sierra shipped Outpost in the state 
they did, it's one of those mysteries that may never 
be solved. It may be that they didn’t want a situa- 
tion where people were waiting vainly for the prod- 
uct, but | agree that the product that was shipped 
was reprehensibly poor. 

Just ‘cause Mark Hamill is in a game it doesn't 
make the game any good. However, everything | 
have seen on Wing Commander III is very impres- 
sive, and that includes the game play portions. As | 
said a couple of months ago, | have played around 
with the actual engine, and | found it good. 

For the original Doom, yes, you do need to wait 
for the mail order copy to arrive at your home. 
That's what shareware is all about. On the other 
hand, if you want to avoid the original and go right 
to the sequel, Doom II is out and it’s great. 
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GAME PLAY. . . 


| feel compelled to follow up the letter written by 
Brian Burtz and printed in the October issue. | 
believe the main point to his letter was totally 
ignored by your editorial response. Your answer 
about the raising of the standard of the gaming plat- 
form is well understood (all too well, | might add) by 
the PC gaming community. 

However, Mr. Burtz’s point about games that 
require or highly recommend a high-end 486 
machine and still play like crap is the main point 
you did not address. What about the development 
of games with processor independent code that will 
allow for acceptable game play on even a lowly 
386/40 or 486/25? 

Game makers that release products that are of 
poor quality (Outpost) or memory and CPU require- 
ments that are woefully underestimated (anything 
made by Origin) should not be ignored by the gam- 
ing magazines in order to garner advertising dol- 
lars. If you think I’m being too hard on these peo- 
ple, then you have forgotten who is driving around 
in $50,000 and up sports cars 

Brian Doan 
Davis, CA 


Hold on there, pard. You lost me at the end of 
your tirade. 
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To start with, you're right. | may have missed the 
point of his letter, although | did address one of his 
points. It would be nice if every game we got was 
playable on a 386 and was lots of fun. We do 
address the problem of games that aren't very fun 
to play regardless of their requirements in our 
review section. | honestly felt that it was something 
that really didn’t need to be addressed, since we 
address the topic of games that “play like crap” 
every month. 

This is not a topic we have ignored, evidenced by 
the scores we give games. We aren't afraid to tell 
people that a game doesn’t make the cut, regard- 
less of who is producing the game. We don't make 
this magazine for the advertisers, we make it for the 
gamers. We consider ourselves to be gamers first, 
So that is where our loyalties lie. | apologize for the 
misunderstanding, but | honestly felt that it was a 
topic adequately covered elsewhere in the maga- 
zine. 


More GAME PLAY... 


| wrote you a little while ago and saw my letter 
printed in the September issue. With all the excite- 
ment. | didn’t think it would hurt to write you again, 
especially when | felt like | had to speak my mind 
on something recently brought up. 

In your October issue there was one letter written 
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to you guys by Brian Burtz. I'd have to say that | 
back him up totally. Well, there could be a few 
exceptions, but | think he makes a very strong 
point. A lot of game programmers nowadays are 
very talented and can create almost anything. This 
may be a great thing, but the concept of design is 
losing its touch. With all the hype of silicon virtual 
reality coming around, which was shown greatly by 
the ‘94 SCES, people are forgetting, even if they 
have the time, to make a game with any point or 
plot. The cinematic videos created off of zeroes and 
ones are Startling, and even better than most 
motion pictures today. | do enjoy them and can't get 
over them—for the moment. After seeing such cool 
Stuff so many times, they get old. | just beat TIE 
Fighter. Now, while sitting around waiting for the 
add-on, the only thing to do Is view the cut-scenes 
over and over. They are fairly decent cut-scenes 
that | enjoyed watching. It is hard to get so fascinat- 
ed by them when | go to view them now. It is a 
good thing that the game was expertly designed, or 
its flashy polygon Gouraud shading and cut-scenes 
would have not taken it far. 

It is nice to know that quite a few games still are 
being produced today that have good concepts 
standing behind them. Special effects do fail I’ve 
seen it happen. Do you think that the original Star 
Wars movies would stand a chance against today’s 
computer-generated fantasylands if only compared 
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by special effects? The answer to that would proba- 
bly be no. George Lucas created such interesting 
and intricate movies that for years, they have been 
loved by millions. This is true for computer gaming, 
although games aren’t as widespread as movies 
are. | can still play Dune 2 from a few years ago, 
and have the same fun | did as when | first played. 
No amazing graphics or sound. Nice, but little com- 
pared to the games of today. What were the com- 
puter requirements for that game? | don’t think | 
even need to say; it worked on anything you could 
give it. Can | make a suggestion? In the game 
reviews, put “originality” back in. 

Brian, | will have to take Origin’s side on this one. 
Although all their games only work on 486s, they do 
have design to stand behind them when special 
effects fail, except for those games you mentioned 
(Ultima VIIl and Pacific Strike). | tend to lean on the 
Wing Commander series when it concerns Origin. 
Currently, | am working on Privateer (still) and can- 
not peel myself off the world of Wing Commander. | 
can't wait too long anymore for WC3 to come out, 
either, especially because | do believe that this 
game will have a good design and concept—a con- 
cept that has stood for awhile now—and the live 
interactive movie design that also comes in the 
package will be nice. 

Jacob Schmugge 
Tucson, AZ 
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My complaint about TIE Fighter was that it wasn’t 
hard enough, even on the really hard level. Still, | 
found it entertaining enough to go through it twice. 
Instead of watching the cuts, you might try going 
back and taking out all of the bonus goals. 

Games like Dune 2 come about every now and 
again. These are games that will always be fun 
regardless of what happens with technology in the 
future. | can see myself, for instance, playing 
Warlords II five years from now. The same with 
Links Pro Mac. Obviously, we'd like to see every- 
thing be like that, but it’s a tough thing to be able to 
accomplish. It's no excuse for someone to release 
a sub-par product, though. 

Regarding plot, | would assume from your com- 
ments that you didn't like Doom, since it didn’t have 
much of a plot. 

Regarding Origin, it’s their schtick to make games 
with high technical requirements. While | can 
respect that, | can also respect the frustration of 
gamers who don't want to have to buy the new 
upgrade every year. 


CHRISTMAS LIST. . . 


Strange as it may sound, | was in the bathroom 
(that is like my own private library; | do a lot of read- 
ing in there) reading the September issue of your 
magazine and | came across the hardware section 


= 
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(which incidentally is one of my favorite sections), 
which feature Roland’s newest daughterboard, the 
SCD-15. | immediately got out of the bathroom (/ 
hope you finished your business first—ed), turned 
on my computer and started to type this letter. | 
rushed so that | wouldn't forget anything | wanted to 
say, although | think that has already happened 
(damn that necessary exposition!—ed). 

Anyway, | am writing because | am confused. 
When | saw Roland’s daughterboard (SCD-10) in 
the June, ‘94 issue | was very happy to find a 
daughtercard that could work with my SoundBlaster 
and was a Roland (because | know how good their 
products are). | would finally get to hear the great 
wavetable sounds that everyone was raving about. 
So | told my mother | would like it for Christmas (| 
am 14) so that she could save up some money to 
get it for me. But now | see that there is something 
better out there and | would just like to know is it 
worth spending the extra $70 to buy this newer 
board, or am | wasting it because it is mostly made 
for people who compose music? Will | hear a real 
difference between the two? From what | have read 
about many of the new and different instruments 
the new board has, | would think so. | enjoy playing 
games greatly and | want to get the most out of the 
games | get. If money was no object, | wouldn't be 
writing this letter, but it is, and it’s getting a little too 
close to Christmas for comfort. One other thing— 
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why did the SCD-15 get one point lower in the over- 
all rating than the SCD-10? Was it because of the 
price? 

Okay, so maybe that’s not it. As | said before, the 
hardware section is one of my favorites because it 
helps me to make wise choices on what new hard- 
ware to buy. | would have never known about Nu 
Reality’s Vivid 3D and would not be getting that for 
Christmas if it weren’t for that article. If fact, your 
whole mag is great. You guys kick everyone's ass. | 
enjoy reading the letters in the Postage Due section 
and | used to enjoy reading the Game Over section 
until for some strange reason it was deleted from 
the magazine. BRING IT BACK! Everyone and their 
grandma, or at least my grandma, wants it back. 
And another thing. Would you guys consider offer- 
ing a 10 year subscription to customers? I’ve been 
receiving your mag in the mail for one year and 
have just renewed it for the maximum amount of 
time | can: 2 years. Come on. I’m kinda lazy and 
don't feel like filling out magazine subscriptions all 
the time. Besides, | know that as long as there are 
computer games, there will be CGR. 

Ryan Pierce 
New Orleans, LA 


First of all, there is no need to be ashamed of 
doing any sort of reading in the bathroom. I'm going 
to go out on a limb and guess that many readers 
keep a number of mags in their bathroom for handy 
reference material (or as emergency hygiene prod- 
ucts, as the case may be). 

According to Ted who reviewed both products, 
unless you are a die-hard music lover or someone 
who really listens carefully to music, you probably 
wont notice a lot of difference between the cards. 
For the average person (which would include me), 
you'll do just as well with the SCD-10. And yes, the 
reason the SCD-15 got a lower score is due to the 
price. 

According to our Circulation Manager Dave 
Marshall (who, regardless of what he says, loves 
getting quoted in the Postage Due section), we 
don't offer long-term subscriptions like you are talk- 
ing about, because, unfortunately, it’s the cost of 
doing business. In ten years, inflation and the 
increase of postal rates might make it impossible 
for us to send you the magazine for that price with- 
out incurring a loss. So, while we'd love to offer you 
a long-term subscription and you'd love to buy one, 
it simply isn’t feasible. 

According to me (finally, a question | can answer 
without leaving my office!) Game Over will return 
next month. Okay? Okay? What will now happen, 
of course, Is that we will reinstate Game Over as 
the last page inside the back cover and will be 
instantly covered in letters about how it spoils the 
ends of games for everybody and how we shouldn't 
be including what is, essentially a page about a 
really old game. Anyway, it'll be back, so you can 
enjoy it once again no matter where you read it, as 
can your grandma. 


20 COMPUTER GAME REVIEW 


MULTIMEDIA. . . 


Since you like number letters so much: 
1) Pretend that | am a four year old child and 
PLEASE explain to me what Windows has to do 
with multimedia. Is it the mouse or what? Why are 
90% of the CD-ROM based games Windows only? 
| can appreciate the fact that programmers are try- 
ing to keep up with the latest and greatest innova- 
tions and technological advances, but give it a rest. 
| have a 486/66 that came pre-loaded with 
Windows and 8 Meg of RAM. Granted it runs much 
better than it did on my 286/20, but | think my old 
C-64 loads up M.U.L.E. faster than it loads my CD's 
(which, by the way, is a Toshiba 3401 200 ms seek 
time and 450 kb data transfer rate—no slouch). The 
only Windows game | have on CD is Who Killed 
Sam Rupert? It seems to be a great game, but | 
cant run it for long enough periods of time to 
decide. It keeps locking up. After extensive tweak- 
ing and tuning, it still won't run. So, | resigned 
myself to run DOS only CDs. | just bought a 
Pentium P90 with 16 Meg (whoa Nelly!) and yes, 
Windows finally runs somewhat decently. But it still 
is irritatingly slow enough to make even the Pope 
curse. | am almost ashamed to boot up Windows. | 
think | hear my computer sigh every time | do. How 
about giving us (the consumers) a choice as to 
what we run? It’s more than just a little irritating 
when a software program requires a $2500 hard- 
ware infusion to make it run “properly” (and | use 
the term loosely). That is worse than buying sce- 
nario disks and hint manuals. 
1A) Windows, in a word, sucks. I’m not trying to 
step on toes or offend, but if you want a Windows 
environment, buy a Mac. Windows is not a real 
operating system for IBM. It’s a compromise of 
wannabees. You spend big bucks on memory and 
fast processors, just to slow it down with a memory 
hogging program. It’s like putting a Ford engine in a 
Chevy body. You don’t mess with perfection (and 
that was meant to offend—sorry Ford). As with both 
examples, you start with something great and end 
up with something less than mediocre. Mac is great 
for what it is designed to do (and dare | say, even 
superior?) and IBM doesn't fit that bill. 
2) This is a loaded question—what is the best 
sound board configuration? | had a PAS 16, and 
that certainly wasn’t it. Currently | have a SB16 
SCSI-2 and | am debating whether or not to buy the 
Wave Blaster daughtercard, the AWE 32 board, or 
buy a Roland. Any suggestions? 
3) Fix your stapler and put both halves of the maga- 
zine(S) back together. 
4) When is someone going to create a flight sim 
with the looks of Comanche, the feel of TFX and 
the reality (almost) of Flight Simulator 5? Here’s a 
hint—put in realistic ground scenery, i.e. trees and 
buildings. | must tip my hat to NovaLogic on an 
INCREDIBLE scenery engine. How about an SVGA 
version? 


5) While requests are being taken, wake up 
Electronic Arts (are they still in business?). Two 
words: M.U.L.E. Il. Arguably the greatest game 
made, could run on technology far inferior to 
today’s standards. My Pentium can fart faster than 
the C-64 could do on its best day. This just shows 
that games don't have to be complex and beautiful 
to become great. Let's utilize this technology. 
6) OUCH! Who wrote the article on the MegaDitto’s 
Windows screen saver? Feeling a bit liberal today? 
| guess that shows there are four constants in life: 
Death; Taxes; Arguments about religion and poli- 
tics; and Rush Limbaugh will get slammed at every 
opportunity. But hey, that’s what makes America 
great! 
7) Keep up the great work on the magazine, no 
matter how left-winged you may be. 

Russell W. Miller 

Milton, DE 


It wouldn't be Postage Due without a numbered 
letter. . . 
1) Who knows? In my opinion, multimedia means 
any combination of more than one medium (like 
music and pictures). It's all marketing hyperbole. 
1A) Well stated. The PC wasn’t made to run like a 
Mac, and Windows is less of an operating system 
than it is a bizarre and evil form of torture circa the 
Spanish Inquisition (and !'ll bet you didn’t expect 
that!). 
2) Our current favorite configuration is the Sound 
Blaster Pro 16 with the Roland daughtercard men- 
tioned previously in this column. You get the best of 
the Sound Blaster world combined with Roland 
music, which is awesome, to say the least. 
3) Well, since the magazine isn’t stapled, we used 
glue, but | hope that it sufficed for you. 
4) Falcon 4? 
5) Agreed. It’s evidence that we don’t need full- 
motion video clips every ten seconds to be amazed 
by a piece of software. X-Com is a much more 
recent example of the same thing. It would be nice 
to have more games come out that offer us great 
play and plot, even with substandard graphics and 
sound, than the other way around. Game play 
should always be more important than anything 
else in a piece of entertainment software. 
6) Here’s the scoop. Herr Limbaugh and the 
MegaDittos screen saver offer a very skewed view 
of the world, and | for one resent that. An anti- 
George Bush (or Dan Quayle) screen saver would 
have received the same sort of treatment from us, 
since it would, in a sense be the same thing: thinly 
veiled hostility in the guise of political satire and 
potentially dangerous half-truths. While | personally 
am more of a liberal than a conservative, | am not 
registered as a voter of either party, and have 
never (and will never) voted a straight party ticket. 
7) To reiterate, we consider ourselves bi-winged, 
and the magazine will not take a political stance, in 
general. The good work, however, will continue 
unabated, regardless of politics. 


It's 3 A.M. As FBI Special Agent in Charge, you and your \/ 
team respond to FLASH TRAFFIC, our nation’s highest- ! 
level alert. This critical communiqué is sent only in 
the event of a dire national emergency — say, 
when international terrorists plant a bomb in 
your backyard. The fate of Los Angeles is in MYA 6 
your hands. Your mission: find the bomb [y * 
and unplug the sucker before the City of : 
Angels goes boom. So what do you 
wanna do, Boss? 


ee ONE WRONG MOVE AND 
i, IT’S OVER IN A FLASH. 


Tsunami Media presents 


Written by Chuck Pfarrer, creator of Navy SEALS 
and Hard Target. Original music compositions 
by Nation Rock Music. 


City OF ANGELS 
THE ALL-VIDEO, INTERACTIVE TECHNO-THRILLER 


7¥cCD-ROM™‘ Visit your local retailer, or call 800-482-3766 to order. 


FTAD 0806 


™ 


TIME WARNER 
INTERACTIVE 


© 1994 Time Warner Interactive 


So. . .Big bad wizard on 
the block, huh? Think that 
all it takes is a little magic 
and muscle to conquer the 
land and terrorize the peas- 
antry? Guess again. 

Master of Magic is the latest in MicroProse’s 
Strategy Series. In it, you play a wizard with an atti- 


COMPUTER CAME REVIEW 


Master of Magic 
by MicroProse 


Game Summary 
Gain power, fame and fortune as you sin- 
gle-handedly exterminate rival wizards from 
both planes of existence in your native land. 
Search for mystical objects, research new 
spells, kick butt and take names. 


Overall 9 3 % 


386, 4MB RAM, VGA, 
DOS 5.0 

Sound Blaster, AdLib, 
Roland, PAS 
Controller: Mouse/keyboard 
Distributed by: Spectrum HoloByte 
Street Price: $49.99 
Hard Drive Space: 25 Meg 
One player 


Rating: 


Requirements: 


Sound Support: 


No. of Players: 


THE SOFTWARE ROLODEX 


MicroProse 


180 Lakefront Drive 
Hunt Valley, MD 21030 
(410) 771-1151 
Fax: (410) 771-1174 
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MOM aives MERLIN HIS 


COMEUPPANCE. 


MASTER OF MAGIC FROM MICROPROSE BRINGS A WHOLE 
NEW LEVEL OF FUN TO YOUR PC. 


Knowing what to build and when to build it are two of 
the keys to winning. 

tude; your job is to mop the other wizards off of 
both planes of existence. You'll need plenty of 
machismo and the right combination of thought, 
word and deed in order to come out on top. 

Master of Magic is from Simtex, the same folks 
who created Master of Orion. You'll find similarities 
between the two, but not until you're fairly involved 
in the game. Klackons, the insectoid race that was 
so much fun to play as in Master of Orion, are back 
in Master of Magic, and they're just as industrious 
as ever. The idea of empire building crosses over 
as well, but that’s about as far as the similarities go. 

The first thing you'll notice about Master of Magic 
is its resemblance to Civilization. In order to con- 
quer the world, you'll have to explore; by exploring, 
you uncover more and more of the world map. But 


that’s only part of the whole story. Battle takes 
place on a three-quarters perspective battlefield, 
giving you an overview of the action and allowing 
you to move your pieces accordingly. 

Your goal in Master of Magic is not simply bring- 
ing wizards under your thumb; you must destroy 
them utterly. Spell research is paramount to a suc- 
cessful campaign. With up to four opponents vying 
for both planes of existence, and varying degrees 
of difficulty (intro to impossible), magic power (weak 
to powerful), and world configuration (small land 
size to large), the game is never the same. You can 
choose from one of sixteen predesigned wizards to 
play, or, if playing at a normal degree of difficulty or 
higher, you can custom-design a wizard. 

There are five separate types of magic: life, 


Grenkeman, with 104 fame, gets visits from merchants 
all the time. 


Heroes are your friends. They form the backbone of 


your military might. 


death, chaos, nature, and sorcery. Which type you 
choose determines what spells you can research to 
write into your spellbook, as well as the type and 
power of each. As with most games involving 
magic, the more experience you have, the more 
powerful your spells become, and the quicker you'll 
be able to cast them. 

You'll also be able to give your wizard some inter- 
esting abilities when you design him yourself. For 
instance, you can make him famous, which means 
that more merchants will show up at your door with 
magical items to sell and you'll have the opportunity 
to hire mercenaries more regularly. If you'd like to 
be able to research spells more quickly, the Sage 


War Bears and a single Colossus are no match for 
Mephisto and his magic wand. 


Master ability is for you. If you're going to be treat- 
ing your cities like hog wallows, you'll more than 
likely appreciate Divine Power, which makes reli- 
gious centers such as shrines and temples excep- 
tionally able to quell unrest. 

There are also advisors to help you decide such 
things as taxation and where to place cities for 
maximum effectiveness. Aides can provide you with 
(among other things) a historical summary of your 
power and the caretaking of your cities. But the 
final decisions are up to you, so don't shirk destiny. 


> 


SHE OED 


Your personal spellbook will grow heavy with many 
types of spells. 


MOM uses some of the same characteristics 


waiting for all of my gaming life. A strong build- 
ing/exploration engine, combined with a magic 
and combat system more detailed than some 
RPGs (and readily visible as well)—a game to 
dream about. It’s a gamer’s game, mixing sev- 
eral familiar elements from classi 
(expanding and exploring a la 
heroes and units intermixed a la 


spells). Alas, the love affair began to wilt when 
| realized two salient facts. One, the game 
needed a couple more weeks of debugging 
and tweaking—look on nearby BBSs for the 
patch files ASAP. Two, the game lacks depth 
where it truly needs it: in the opponents. MOM 


far, and yet combines features of games I’ve 
played dozens of times. The primary graphics 
will stun nobody, yet they may have actually 
enhanced the experience | had with the game. 
MOM plays so similarly to Civilization tha 
virtually impossible to find any ¢ 
between the two, but the depth a 
startlingly beyond Civilization that. 
just say that words are hard to find. 
sequences are entertaining, and 
choose to allow the computer to ple 
battle) the battle Al is quite good. The sound 
and music are pretty standard fare, neither 
giving nor taking from the game experience. 
The combination of Civilization game play with 
the added benefit of magic use is a solid com- 
bination. The balance you must find between 


that make Civilization and now Colonization so 
popular. Although Sid Meier may not have 
contributed directly to MOM’s production, his 
influence is obvious. Therefore, the game 
might be succinctly stated as Civ or Col in a 
fantasy world. The depth of the world ig 
parable to the Meier creations as is t 
play in general. There are five types a 
that a wizard can study as well as a sixt 
they can all use. After that, there are ma 
spells to research of all different kinds. 
not talking just fireballs and magic missiles 
here. Keep in mind that you are competing 
with all of the other wizards who are also 
building up their own realms and circles of 
influence. There is more than one way to cook 
an egg. For example, corruption spells can be 


At first, | though MOM was the game I've been 


Master of Magic is unlike anything I’ve seen so 


cast on sections of land that surround a t 


gives me hundreds of incredibly detailed little’ 
weapons and then pops up cardboard targets to 
shoot at. After a time, it’s just no fun. Higher diffi- 
culty levels just let the computer stock ruins with| 
bigger beasties and lets the enemies build more} 
troops than you can. Once again, lack of decent 
vages a game, turning a clear classic 
an. Where’s multiple player support? 
-by-e-mail, modem, or network? Put! 
this game will rocket off the shelves. | 
this against real opponents, with real’ 
d real wars, I'd never play anything} 
else again. This Al void is all the more appalling] 
due to the enormous unmatched depth of the! 
game. There are hours and hours and hours of| 
play before the deficits become overwhelming; 
with multi-player play this would never happen. It's. 
still brilliant, but ultimately unfulfilling. _ -Kevin | 


employing armies, establishing new colonies, pro-| 
tecting existing colonies and managing your spell) 
research Is fine: fine in the exhilarating sense, not) 
fine in the frustrating sense. Just to show that no| 
game is completely flawless, however, here are| 
oblems | had with MOM: the path Al! 
blem figuring out what constitutes 
stance between two points, and will 
nit on automove a considerable dis- 
way just to stick to “move friendly”! 
cond problem | had is with the Al of | 
izards, in that it doesn’t change! 


squares; 
the ene 


between degrees of difficulty—the game simply) 
puts you at a disadvantage compared to the other 
wizards. All of the above aside, though, Master of 
Magic is an excellent game, full of the stuff that 
creates true gaming magic; | recommend it without! 
hesitation. es 


own to 
make resources in that area no longer accessible. 
Of course that means some wizard is going to get. 
hacked off, so you better look before you leap. 
Eight different advisors will keep you well informed. 
about your own realm and those of your oppo- 
keep abreast of the magical power of the 
rds, there is a Historian that compares 
rd with the others on a graph, and bar 
e used to compare Army Strength, Magic 
d Spell Research. This makes Magic 
uivalent to the other commodities of! 
Food and Gold. You can collect natural resources 
lying about by sending settlers to build an outpost 
within three spaces of it. Eventually that outpost 
will grow into a hamlet and it can start to build 
things. Don’t pass MOM up for Colonization; it is 
just as good. -Tasos 
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A Cheis Raberts Gone 


Wit athe 


Po tyik 


The First In a Series of Virtual Adyenturescapes, 


4 Plex Quad Speed Drive $459 
590 XJ Epyx Joystick $8 
Advned Grvs Ultrsd Max $179 
Altec ACS 200 Speakers $209 

tec ACS 300 Spk wSub $239 
Audiophile Refr 30 A Spk $189 
Audiophile SW 20 A Sub $139 
Auto Cockpit $159 
CH Game Card 3 Automtic $25 


CH Pro Pedals $85 
CH Pro Throttle $89 
CH Virtual Pilot Pro $75 
Cyberman $79 


Flight Cockpit $219 
Flight Stck Pro X-Wing Bdl $72 
Gravis Anolog Pro Joystick $33 
Gravis Phoenix Joystick $98 
Jet Stick $24 
Joyswitch $39 
Labtec CS-700 Speakers $34 
Labtec CS-1000 Speakers $75 
Labtec CS-1400 Speakers $99 
MS Fit Sim 5 Gravis Pro $56 
NEC 3XI Internal CD Drv $429 
PC Virtual Golf Club $119 
Pro Audio Spectrum Plus $89 
Pro Audio Studio 16 $119 
Reel Magic Video Upgrd $349 
Sony SRS-PC30 Speakrs $58 


Sony SRS9 Speakers $9 
SBlastr 16 ASP wSCSI-2 $214 
Sound Blaster 16 Value $109 
Sound Blaster 32 AWE $263 


SBlaster Diseovry CD 16 $309 
SBlastr Omni CD Dr (2X) $207 
Sound Blaster Pro Value $85 
Sound Galaxy BX2 WSpk $29 
Sound Galaxy NX2 wspk $49 
Sound Man Wave $188 
Snd Scape 16 Bit Wvtble $192 
SoundMan 16 $99 
Teac Super Quad CD Drv $342 
Thrustmaster Driving Sys $111 
Thrustmst FCS Pro $99 
Thrustmst FLC Sys (F16) $112 
Thrustmaster Game Card $25 
Thrustmst WCS 2 UPROM $14 
Universal Cockpit $219 
VFX 1 Vrt Reality Headgr $949 
Vivid 3D Plus Sound $89 


CGR DEC 1 


‘WING COM- 
MANDER I 
Heart of the Ti- 
ger’ In this techno- 
logically astound- 
ing sequel, you're 
a squadron com- 
mander aboard the 
TCS Victory. You 
must end the 
Terran-Kilrathi con- 
flict. Features the 
ability to guide per- 
sonal morale and 
seamless melding 
of film and com- 
puter technolo- 
gies. CD $54 


‘VIRTUAL: VE- 
GAS’ Welcome to 
the wonder of the 
CyberWorld!. 
You're the V.I.P. in 
this playground for 
grown-ups that's 
free from the laws 
of time, physics and 
the mob. There's so 
much fun to be had 
that you can forget 
about life for awhile. 
Features 3D ren- 
dered worlds, full- 
motion video and 


voice-recognition. 
(R) CD $20 


11th Hour Limited Ed CD $56 
11th Hour CD $51 
Adventr Willie Beamish CD $24 
Alone in the Dark 3 CD $48 
Beneath a Steel Sky CD $41 


Bioforge $48 
Blackthorne $25 
Blood Society CD $34 
Bloodnet $39 
Bureau 13 CD $39 


Cadillacs & Dinosaurs CD $49 
Castle Wolfstein-Spr Dest $29 
Castle Wolfstn CD (6 ep.) $42 
Castle Wifstn 3D MD 2or3 $24 
Chaos Continuum CD $36 
Companions of Xanth $32 


Conspiracy CD $30 
Corridor 7 $28 
Creature Shock CD $39 
Critical Path WIN CD $48 
Cyberia CD $46 
Daedalus Encounter CD $46 
Dark Forces CD $46 


Darkseed 2 $42 
Day of the Tentacle $19 
Death Gate CD $34 
Doom 2: Hell on Earth $44 
Dragon's Lair 2 Time Warp $34 


Dragonsphere CD $24 
Dreamweb $35 
Dune CD $29 
Eric the Unready CD $19 
Evolution $29 
Flashback $19 


Fortress of Dr. Radiaki $34 
Fred P. Frontier Pharmct 2 $44 


Freelancer 2120 $35 
Full Throttle CD $42 
Gabriel Knight $39 
Gateway 2 CD $25 
Gateway 1 & 2 Collect CD $36 
Goblins 3 CD $19 
Harvester CD $44 
Heaven and Earth $32 
Heimdall $17 
Hell CD $45 
Hell Cab CD $42 
Horde $16 
| Have No Mouth $44 
Inca 3 CD $39 


‘STAR. TREK: 
NEXT GENERA- 
TION’ The crew is 
all here and sud- 
denly you're there 
too. You are part of 
an original interac- 
tive mystery that 
will take you from 
Federation space 
to shields-up con- 
frontations. Offers 
voice-overs by the 
stars, control any of 
the seven main 
characters and 
command of the 
ship. CD $55 


‘THE GRAND- 
ES. FLEET” Ex- 
perience the gru- 
eling campaigns, 
the agony of de- 
feat & the exhila- 
ration of victory! 
Allocate natural 
resources to build 
missile sites, ra- 
dar stations, ship- 
building facilities 
and superships. It 
is up to you to 
destroy your 
nemesis. Modem 


maps. 


play and random 


FRONT PAGE SPORTS 


SR IML he he -ft** 


wsocsep & 


dered you to locate Admiral James a 


saad HTS THE GRIDIRON 


E 2 poi! conversions and 
kickotls {rom the 30 promise 
more aggressive play 


‘FRONT PAGE 
SPORTS FOOT- 
BALL PRO '95’ 
See plenty of 
bone-crushing hits 
as players spin, flip 
and dive in 2-piont 
conversion  at- 
tempts. You decide 
play-calling logic 
for over 2,500 play 
situations. Re- 
serve or renew 
your 50-yard-line 
seats to the game 
that sets the stan- 
dard for football 
action. CD $44 


‘HOT SLOTS’ 
The Future... 

Set your coordi- 
nates for the Hagar 
System. Word has 
it that after the 
sexual holocaust, 
Admiral James es- 
caped the Garion 
Asylum to establish 
aworld dictated by 
sexual pleasure 
and excitement. 
Lord Stevos has or- 
nd negotiate his re- 


turn to Earth. Be aware that James has created the ulti- 
mate sexual machine HOT SLOTS. Prepare yourself now 


and launch your probe into Vivid World. 


CD $39 


Indy Jones Fate Atintis CD $42 


Inherit the Earth CD $32 
Innocent Until Caught $34 
lron Helix CD $56 
Isle of the Dead CD $18 


Jagged Alliance $46 
Journeymn Prj Spc Ed CD $47 


King’s Quest 7 CD WIN = $49 
King’s Ransom $33 
Labyrinth of Time CD $47 
Lands of Lore 2 $42 


Legend of Kyrandia3 CD $39 
Leisure SuitLarryy6CD $44 


Loadstar CD $49 
Lost Eden $42 
Lost in Time CD $19 
Lunicus CD $42 
Man Enough CD $34 
Mission Critical CD $34 
Myst CD $49 
Night Trap CD $48 
Noctropolis CD $47 
No World Order CD $24 
Out of this World $19 
Phantasmagoria CD $49 
Police Quest 4 CD $39 
Prince of Persia 2 $42 
Psychotron CD $34 
Quantum Gate 2 CD $46 
Quarantine $35 
Quest for Glory 4 CD $44 


Relentless: Twinsen’s Adv $47 
Return to Zork w/Anthl CD $44 
Sam & Max Hit the Road $34 
Shadow of the Comet CD $29 
Space Ship Brainlock CD $49 
Star Trk TNG Collct Ed CD $79 


Stellar 7 CD $24 
System Shock $47 
Terminator Rampage $42 
Terror of the Deep $35 
The Dig $40 
Touche $39 
Tuneland CD $48 


Ultimate Domain $39 
Under a Killing Moon CD $54 
Voyeur CD $46 
Wolf: Hunt or Be Hunted $39 
Wrath of Gods WINCD $44 
Zombie Dino CD $40 


18th Air Squadron 


A Train W Construction St 


Advanced Civilization 
Airbucks 1.2 

Archon Ultra 

Battle Bugs CD 
Battle Isle 2 CD 


Battle of Chickamagua 
Battlecruiser 3000 CD 


Battles in Time 
Battles of Destiny 
Black Beard 
Breach 3 


Buzz Aldrin Race Spc CD 


Caesar 
Campaign 2 


Carriers at War Const Kit 
Celtic Tales: Balor of Evil 
Chessmstr 4000 Trb WIN 


Civilization WIN 
Colonization 


Command and Conquer 
Conquered Kingdoms 2 


Conquest 
Conquest of Japan 
Crisis in the Kremlin 
Darklegions 

Dead Zone CD 
Detroit 


Discovery Stp Columbus 


Dominus 

Dune 2 

El Fish 

Empire Builder 
Empire Deluxe 2 
Fantasy Empires CD 
Front Lines 
Genghis Khan 2 
Global Domination 
Grandest Fleet 
Harpoon 2 

High Seas Trader 
Hollywood Mogul 


Incredible Machine 2 CD 


Jagged Alliance CD 
Jutland CD 


Kingdoms of Germany 


Kingmaker 
Lemmings 3 
Lords of the Realm 


Lost Admiral 2 

Master of Magic 
Master of Orion 
Masters of the World WIN 
Merchant Prince 
Metropolis CD 
Millenium Auction Clict Ed 
Nobunaga’s Ambition 2 
Outpost WIN 

Patrician 

Pax Imperia 

Perfect General 2 
Pirates Gold WIN 
Populous 2 

Power House WIN 
Project USA 

Rags to Riches 
Railroad Tycoon 2 (DIx) 
Red Zone 

Reunion CD 

Robo Sport WIN 
Romance 3 Kingdoms 3 
Sabre Team 

Serf City: Life is Feudal 
Sid Meir’s Civil War 
Sim Ant CD 

Sim City 2000 CD 

Sim City 2000 Windows 
Sim City CD 

Sim City Classic Win 
Sim Earth CD 

Sim Life WIN 

Sim Town DOS or CD 
Space Hulk CD 

Space Miner 

Space Raiders CD 

Star Control 2 

Starlord CD 

Starship CD 

Stronghold CD 

The Complete UMS 
The Rogarian Agenda CD 
Ticonderoga 

Victory or Defeat WIN 
Vikings 2 

Walls of Rome 
Warcraft 

Warlords 2 

Worlds of War CD 
X-Com: UFO Defense 


$39 
$40 
$39 
$35 
$37 
$16 
$25 
$34 
$39 
$34 
$39 
$36 
$48 
$25 
$39 
$29 
$36 
$39 
$32 
$34 
$34 
$39 
$28 
$37 
$58 
$41 
$45 
$42 
$47 
$26 
$40 
$29 
$42 
$39 
$36 
$42 
$34 
$39 
$39 
$36 
$44 
$39 
$46 
$42 
$36 
$39 
$39 
$29 
$48 
$39 


ATP 2.0 (blue) $29 
A320 Airbus $29 
AH-64 B Longbow $54 


Aces of the Deep CD $47 
Aces of the Pacific CD $38 
Aces over Europe CD $38 
Across the Rhine CD $47 
Air Cmbt Pacific 1942 CD $48 
Air Cmbt Srs: Navy Ftr CD $47 
Air Warrior 2 $34 
Armored Fist $44 
Army Air Corps: 1942 $48 
B17 Flying Fort w SS2 CD $37 
Battle of Britain 2 WIN $34 


Battlecruiser 3000 $43 
Chopper Pack CD $38 
Chopper Strike $48 
Cyclemania CD $34 
D-Day: Opertn Overlrd CD $39 
Dawn Patrol $39 
Delta V CD $43 
Evolver $38 
F15 Strike Eagle 3 CD $48 
Falcon 3.0 $36 
Falcon Gold CD $50 
Fast Attack CD $48 
Fighter Duel Pro 2 $33 
Fighter Wing $39 
Fleet Defender Plus CD $48 
Flight Sim Toolkit $58 


Flight Sim Toolkit WW2 CD $19 


Flight Unlimited CD $48 
Flying Circus $39 
Formation Attack CD $48 
Frontier Elite 2 $36 
Grand Prix 500 2 $14 
Great Naval Battles 2 $44 
H.A.W.C. CD $35 
Harrier Assault SVGA CD $44 
Indy Car Racing $37 
Indy Car Add On 1 or 2 $22 
Jet Fighter 3 CD $48 
Jet Pack CD $39 
Jump Jet $39 
Lode Runner $36 
M1 Tank Platoon 2 $44 


M4: Shermn Tnk Sim WIN $34 
Magic Carpet CD $44 
Mantis Experimntl Ftr VGA $29 
Max Overkill Bundle CD $46 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, 
FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. 
Hardware orders may require additional shipping charges. Call for details. 


Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders same as 
cash. COD $8. Defectives replaced with same product. Most items shipped 


Same day. Shipping times may vary. Price/availability may change. All sales final. 


‘RELENTLESS ’ is 
an exceptionally 
rich and original ac- 
tion/adventure with 
surrealistic charac- 
ters. You must 
conquer’ over- 
whelming odds in 
a struggle of good 
versus evil and 
rescue your signifi- 
cant other. Offers 
smooth and de- 
tailed animations, 
non-linear game 
play, 40 different 
locations and 12 
sub-levels. CD $47 


‘FLIGHT STICK 
PRO’ is the ulti- 
mate battle stick 
for computer pi- 
lots. Features al- 
low you to activate 
radar, arm and dis- 
arm weapons and 
view your aircraft 
with-out removing 
your hand from the 
Stick. The trigger 
and 3 fire buttons 
give you full range 
of combat and the 
viewer gives you 
total command of 
the aircraft. $57 


Linrversal 


“UNIVERSAL 
NEVERLOCK’ By 
pass document 
checks on more 
than 500 com- 
puter games! 
Safe and easy to 
use even for nov- 
ices. It's menu 
driven. Just point 
and shoot. Never 
be locked out of 
your own soft- 
ware again! Win- 
ner of BYTE 
Magazine's August 
'94 Pournelle 
Award. $39 


‘S$ OR ORT Y 
HOUSE’ Without a 
doubt this is the 
most entertaining 
game on CD. If you 
successfully collect 
all the items for your 
fraternity pledge re- 
quire-ments, you'll 
get an unforget- 
table physical edu- 
cation. But there 
are three people 
working against 
you: the house- 
mother, the rent-a- 
cop, and the pool 
boy. (R) CD $49 


‘*X-WING COL- 
LECTOR'SCD’ X- 
Wing, Imperial Pur- 
suit and B-Wing on 
CD! Experience 
enhanced 3D 
graphics of all Im- 
perial and Rebel 
spacecraft as you 
fly over 120 surface 
missions against 
the Empire. Four 
Rebel starfighters! 
Full voice mission 
briefings, 6 new 
missions and up- 
graded sound ef- 
fects. CD $45 


‘FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. Offer 
subject to change or cancellation without notice. Valid from Nov 
1st through Dec 31st or while supplies last. Request must be 
made at time of order. 


SPEND $75 GET 


Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Revenge 
5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, Tinies 3.5/ 
5.25, Microleague Baseball Managers Challenge 5.25, 
Microleague Football 2 3.5, Time Out Sports Baseball 3.5, 
MacArthur's War 5.25, Coffee Break Collection CD 


SPEND $150 GET 


Railroad Tycoon 3.5, Magic Candle 3 5.25, Mercenaries 5.25, Dragon 
Force 5.25, Command HQ 3.5, F 15 SE 2 3.5, Red Storm Rising 
3.5, Battles of Destiny 3.5, Heirs to the Throne 3.5, Warlords 5.25 


Max Overkill MD 2 $32 Aegis: Guardn of Fleet CD $49 ADD Collectors Edition3 $19 Star Trail Scenario Disk $21 500 CC Race Bike $29 Come Play WithMe CD = $36 
Mech Force: Iron Assit CD $39 Aide de Camp $52 Absolute Zero CD $41 Star Trek Dp Space 9CD $41 Breakthru WIN $35 Dark Tunnels CD $29 
Mechwarrior 2 $46 American Civil War V1 $24 Al-Qadim: Genie’s Curse $42 Startrek the Next Gen CD $55 Cannon Fodder $22 Demolition Woman CD $47 
Megarace CD $39 American Civil War V2 $24 Alien Legacy $36 Stonekeep CD $46 Corpse Killer CD $48 Desktop Mistress CD $49 
Metaltech: Earth Siege $44 American Civil War V3 $24 Arborea Journy Inr Snctm $34 Stronghold $36 Crime Patrol CD $35 Digital Dancing CD $36 
MiG 29 (Stand Alone) $44 Antietam $19 Arena: Elder Scrolls $39 Suprhr Lg. of Hoboken $34 Glider 4.0 $29 Dream Girl CD $28 
Microsoft Flight Sim 5.0 $44 Blue & The Gray CD $39 Bloodstone $27 Sword of China $42 Lode Runner WIN $38 Dream Machine CD $54 
MS Flight Sim 5 Euro 1 CD $26 Carrier Strike $39 Character Editors Syndicate Plus CD $40 Mortal Kombat $24 Fantasies Interactive CD $35 
MS Flight Sim 5 Ls Vgs CD $33 Carriers at War 2 $39 (Specify Game) Each $16 Ultima 6 False Prophet $19 Raiden $29 Fox Pack CD $37 
MS Flight Sim 5 Paris $29 CincPac: Midway $42 Cobra Mission $29 Ultima 7 Series CD $39 Rebel Assault CD $44 Girlfriend Maria $39 
MS Fight Sm 5 Portind CD $33 Command & Conquer CD $48 Curse of the Azure Bonds $15 Ultima 8 CD w/speech pk $47 Slam City CD $48 Girlfriend Teri (R) $49 
MS Flight Sim Fit Shop CD $44 D-Day: Beginning of End $39 Cyber Space CD $38 Ultima 8: Lost Vale $21 Street Fighter 2 Cmpit CD $22 Hot Slots CD $39 
MS Space Simulator 1.0 $44 Dreadnoughts Deluxe $59 CyberJudas CD $48 Ultima 8: Pagan $46 Tubular Worlds $36 Interact Adult Sol WIN CD $12 
Mig 29 Gold CD $49 Fields of Glory $37 Cyclones $44 Ultima Undrwrld 1&2CD $29 Interact Seymore Butts 2 $58 
Nascar Racing $39 Fifth Fleet $39 Daemonsgate $27 Ultima Uworld 2 Labyrinth $48 Interactive Lovers CD $45 
Navy Strike $40 Gettysbrg: Int Bat WIN CD $42 Dark Sun 2 $47 Ultima Uwrld Stygn Abyss $21 Internatnal Strip Poker CD $24 
Pacific Strike $44 Halls of Montezuma $24 Demon Hunter $42 Unlimited Adventures $19 Ladies Club Pkr Night CD $34 
Pheonix Fighter CD $48 Harpoon Classic CD $28 Disciples of Steel $34 Waxworks $24 American College FB '94 $38 Midnight Stranger CD $45 
Power Boat Simulator3 $42 High Command $34 Dragon Tales CD $38 Witch World $42 Barkley: Shut Up and Jam $42 Mind Teazzer CD $25 
Privateer $48 lron Cross $39 Dungeon Master 2 $37 Wizardry 7 Crusaders $19 Blood Bowl $34 Mustang Interactive CD $49 
Privateer Spc Ops or 2 $22 Kriegsmarine $29 Eye of the Beholder 3 $19 World of Xeen CD $40 Brett Hull Hockey $42 Neurodancer CD $39 
Real Weather Pilot $24 Kursk Campaign $29 Flames of Freedom MWII $19 FIFA International Soccer $36 Nick Steele P|. CD $59 
Red Baron W Mssn Buildr $29 Last Blitzkrieg $40 Gateway Savage Frontier $32 Front Page Fball Pro’95 $44 Nightwatch Interact2 CD $45 
Renegade $44 Main Batt Tank C Germny $29 Hero's of Mght & Mage CD $39 Jack Nicklaus Golf CD $39 Paradise Club CD $69 
Sea Wolf $42 Main Batt Tank MiddlEast $29 Hexx: Heresy of Wizard $29 Live Action FootballCD $34 Penthouse Interactv 3 CD $64 
Sim City Clsc Grph 1&2 $14 Main Batt Tank N Germny $29 Hunters of Ralk CD $54 CD-| 200 Magnavox Playr$359 NFL Challng Premium Ed $59 Scissrs N’ Stones WIN CD $39 
SimTower $42 Man of War $36 Ishar 3 CD $33 CD-I 220 Philips Player $399 NHL Hockey '95 CD $40 Secrets Interactive CD $35 
Space Clipper $42 Moscow Campaign $36 Kingdms of Far Rches CD $40 7th Guest Digital Video $54 Road to the Final Four2 $41 Sorority House CD (R) $49 
Spectre Virtual Reality $35 Napoleonics $34 Knights of XentarPG13 $44 Alien Gate $26 Tony LaRss BB 2 V 2.0 94 $37 Space Sirens CD $49 
Star Crusader $33 Northern Fleet $36 Knight of XentarNR18Up $5 Burn Cycle $46 Troy Aikman Football CD $49 Spy Club (R) CD $59 
Starlord $39 Operation Crusader $36 Lands of Lore $34 Caesar's Wrld of Gmbling $44 Unnecessry Roughnss '95 $34 Strip Poker Pro (R) $33 
Sub Battle Simulator 2 $39 Panzer General $39 Legacy: Realm Of Terror $39 Dark Castle $36 Texas Table Dance CD $39 
Sub War 2050 $33 Point of Attack $32 Lord of the Rings Vol 1 & 2$19 Dragon’s Lair 2 Digtl Video $46 Velvet Dreams CD $35 
TFX CD $39 Red Sky Morning $36 Lords of Midnight CD $48 Earth Command $46 Virtual Vixens CD $39 
Task Force Admirals Pack $45 Road Sumter to Appomtox $45 Menzoberranzan $47 Effacer $26 Winner Takes All CD $39 
Test Pilot CD $44 Seventh Fleet $36 Might & Magic 5 $19 Escape from Cyber City $44 Aces Over Europe Strat $16 

Theme Park $40 Stalingrad $39 Pirates Gold $34 Jeopardy $38 Aircombat Pacific Strategy $16 

Tie Fighter $45 Tac Ops WIN $40 Pool of Radiance $15 Jigsaw $36 Civilization $16 

Tie Fighter Mssn Dk 1 or 2 $24 Task Force 1942 $36 Protostar $19 Kingdom Digital Video $46 Colonization: Official Strat $16 

Tornado $48 The Great War $39 Ravenloft:Strahd’s Possn $48 Laser Lords $46 Doom Battlebook $14 Adult Movie Almanac CD $59 
Tower $42 Tigers on the Prowl $48 Realms of Arkania $25 Link: The Faces of Evil $44 Harpoon 2 Strategy Guide $19 Bare Truth CD $36 
U-Boat 2 $36 To The Rhine $29 Red Crystal $21 Mad Dog McCree Digtl Vid $56 LucasArts Adventure Book $16 Debby Does Dallas CD $38 
Wing Commander3CD $54 V Victory Market Garden $29 Return to Ringworld CD + $44 Microcosm Digital Video $46 Master of Orion Strategy $16 Electrosex CD $39 
Wing Commander Armada $47 V Victory: Gld, Juno, Swrd $34 Riftwar Legacy CD $23 Pinball $30 Sim City 2000 Politcs, Plan$16 Hidden Obsessions CD = $25 
Wings of Giry Enhncd CD $47 V Victory: Utah Beach $29 Rings of Medusa Gold $18 Prelude $19 Star Trek Judgement Rites $10 Love Bites CD $26 
Wolf Pack $20 V Victory: Velikye Luki $29 Rome: Pathway to Power $29 Space Ace Digital Video $54 Tie Fighter Strategy Guide $16 Mystique of Orient2 CD $24 
World Circuit CD $34 Victory at Sea $41 Shadow Caster CD $44 Surf City $34 Ultima 7 Pentology $12 Racquelle ReleasedCD $34 
X-Wing Collector's CD $45 Wargame Cn 2 Sc 2-12 ea $15 Sherlock Holmes 3 CD $39 Tetris $30 Under A Killing Moon Offcl $16 Secrets CD $24 
X-Wing Missn Disk 1 or 2 $19 Wargame Cnst St 2: Tanks $39 Skyrealms of Jorune CD $39 Third Degree $36 Wing Armada Playtesters $12 Toy’s Not Boys CD $29 
Zephyr CD $45 Warpoint $36 Star Trail CD $45 Zelda’s Adventure $46 X-Wing Official Strat Guide $16 Urotsukidoji CD $25 


OOP ADDS TO ITS CARD 
GAME AND CASINO BUNCH. 


IN THE STYLE OF MASTERMIND, ZIG-ZAG COMES TO THE 
PC TO BE PLAYED BY A SINGLE WINDOWS USER. 


A few years ago, Zig-Zag was released as a 
paper game to be played by two people. Games 
Magazine liked it so much, they considered it to be 
one of the best games available. The popularity 
and success of it apparently prompted QQP to cre- 
ate it for Windows and later for the Mac. 

Besides the fact that no paper is used, Zig-Zag 
on the PC is a one-player game. The computer 
chooses the secret word and it is up to you to dis- 
cover what it is. There are a number of difficulty lev- 


Use the point totals from each guess to guide you to 
your final destination of discovering the secret word. 


by QQP 


Game Summary 
‘A popular puzzle game comes to the PC. 
The object is to discover the secret word by 
entering a word for which you receive a 
score for each correct letter, and every letter 
in its correct position. 


Overall 


Requirements: 386 or better, 4 Meg RAM, VGA 


Rating: 


Microsoft Windows 
Sound System 
Controller: Mouse and Keyboard 
Designed by: 

Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
Quantum Quality Productions, Inc. 


Sound Support: 


495 Highway 202 
Flemington, NJ 08822 
(908) 788-2799 
Fax: (908) 788-7684 
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Choose from four different quests with a variety of 
obstacles and bonus multipliers. 


els from very easy to obscure and the word lengths 
range from four to seven. You then have ten 
chances to enter in a guess and narrow the pool of 
possible letters to a final guess which should be the 
word itself. The hard part is that you won't get to 
make a guess in the same amount of letters as the 
secret word until the end. 

The first few attempts will be as small as one or 
two letters. The one-letter guesses are the only 
exception as far your guesses being complete 
words. Thus, all guesses of two or more must be 
recognized by the game’s library. After an attempt 
is made, a point total for the guess word will 
appear. The scoring is 250 points for every correct 
letter and 1000 points if that letter is in its proper 
position. The totals will then be your clues to lead 
you to the secret word. To help you keep track, 
there is an alphabet window that allows you to 
check off letters as you please and keeps track 
automatically of the ones that have been tried and 
the ones that haven't. If you are successful, you will 
be awarded a bonus of 3000 points. 

To make it a bit more interesting, there are four 
quests to choose from. The amount of letters in the 
secret word that you determine will act as steps 
toward a final destination, and the increased diffi- 
culty adds up to a higher score. 
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An alphabet window helps you keep track of used and 
unused letters as well as the certainty of your guess. 


interface * Playability * Graphics « Sound « Replay Value 
74 70 30. e355 96 


So computer word games don’t give you 
enough challenge, huh? Think that all the puz- 
zle and word games out there play to the low- 
est common denominator? Try Zig-Zag on for 
size. Higher difficulty levels are no lie in this 
game, especial the nigh-impessible “very 
obscuré: level. 1 guarahiee you you won't go 
two out Of thrée with sevem@letter obscure 
words. Kets get One thing oUfOF the way first: 
this is @ Werd game, atidihothing @lse. Sound 
and graphics are quite SUD-par, and the 
Windows environment makes it slow besides. 
ZZ is really for people who don’t need that kind 
of fluff before shredding their brain on obscure 
word identification. The quest scenarios add a 
needed overall structure to the game, but it’s 
nice enough to sit down for awhile and just 
noodle out some words. -Kevin 


Interface « Playability * Graphics * Sound « Replay Value 
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QQP has turned out an interesting word game 
in Zig-Zag, which is good for me, since | hap- 
pen to like word games. Zig-Zag’s levels of dif- 
ficulty will please just about everyone; the “very 
obscure” level proves that there’s still truth in 
advertising®A l6tof the words at this level (and 
the one/below if, “Obscure’) Sent me scurrying 
for my dictionary just to make sue they werent 
making things up. Word length aiso becomes a 
factor, even early On; if yOu dont Know how to 
play MaStermind-type games, the six- or more 
letter words will give you plenty of practice 
(and frustration, to boot) even when playing on 
the easier levels. The Quest section of Zig-Zag 
is okay, but no great shakes; the inclusion of 
number puzzles is an excellent one, since it 
gives you some practice at mastering the word 
puzzles. -Ted 


interface * Playability + Graphics + Sound + Replay Value 


82. 8 Tf. % 


Not as exciting as Lucky's Casino Adventure or 
Solitaire’s Journey for that matter, Zig-Zag is 
still enjoyable especially if you liked the paper 
game and you don’t always have someone to 
play with. The quests are a nice feature and 
give purposeltova.series of,games.and will real- 
ly test your Skill, Because nettinding a word 
will count against you--you must decide to go 
for points OF to better your chances for suc- 
cess. The alphabet window is also a nice addi- 
tion and Works well sinc@ you Can’ remove a 
letter across the board or Select it to be in its 
proper position, not allowing another letter to 
occupy that same place. There are some funny 
sounds and some cute little animations that will 
pop up from time to time. Zig-Zag is a fun 
game and the little hard drive space is worth 
keeping it around. -Tasos 
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How to make sure 
your multimedia 


software talks to 
your hardware. 


Read the fine print on today’s game boxes and 
youll see the cautionary words with compatible 
sound card. That’s because today’s hottest games 
demand the PC sound standard—Sound Blaster” 
Without it, you might get zip. No fantastic effects, 
= no dramatic music, no true-to-life voices. Nothing. 

S So we've teamed up with the best game design- 
O ul rn ers to ensure 100% Sound Blaster compatibility. 

Just flip ahead to the following pages. You'll get a 
A | ® good look at some of the richest, liveliest, most- 

B L S T L_. Ir realistic games. And when you see the Sound 


Blaster logo, you'll know you aren't missing a thing. 
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CREATIVE 


GREATIVE LAE. PM. 


MULTIMEDIA IS CREATIVE™ 
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PASS ANYTIME YOU LIKE, 
BUT YOU CAN NEVER LEAVE. 


IT’S A PLACE WHERE YOU NEVER HAVE TO DIE AND 
NOBODY EVER GROWS OLD; JUST PLAY CARDS. 


When you arrive at the lovely home of Reynold 
and Viola, you'll notice that everyone has been 
waiting for you to get there. Old Reynold is asleep 
in his favorite chair by the fire (probably from all the 
wine and cheese,) and Viola, as usual, is raring to 
go. The deck is on the table and the game is about 
to begin. 

There are 16 others that are willing to play as 
opponents or as your partner if you need one. They 
all have different personalities and abilities. You 


file Qptions Settings tel <Trumps=Clube> 


Viola got this tablecloth while puffing on a hookah dur- 
ing their visit to Turkey. 


Anyone For Cards? 
by Capstone 


Game Summary 


Choose from a dozen different timeless 
favorites and play them with any of eighteen 
partners/opponents, all with distinctive per- 


sonalities and skill levels. 
84% 


386/33+, 4 MB RAM, VGA 

2x CD-ROM drive, Windows 3.1 
Microsoft Windows 

Sound System 

Controller: Mouse 


Available for: PC and compatibles 


Overall 


Requirements: 


Sound Support: 


Retail Price: $49.95 


Hard Drive Space: 1-4 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 


IntraCorp 
501 Brickell Key Drive 
6th Floor 
Miami, FL 33131 
(800) 468-7226 
Fax: (305) 577-6173 
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Options Settings Help — 


Better get Reynold some black coffee if he’s going to 
play at all tonight. 


can get a brief description by clicking the Bio but- 
ton, or get a more extensive one from the manual. 
These folks come from all walks of life and have no 
problem telling you about it. Sly is in management 
and sales from Chicago and drives a BMW 
because it fits his ego comfortably. Hillary is mar- 
ried to a very powerful man and warns that she’s an 
expert at cards. And then there’s little Newt who 
just turned four. Watch out for him, though, since 
he claims to have been playing cards before he 
was even big enough to hold them. One thing they 
all have in common is that they like to play cards. 
Anyone for cards? That's why you're there. 

Because of their hospitality, everyone is letting 
you pick the game. You have twelve choices: 
Cribbage, 31, George, Gin, 99, Oh Hell, Hearts, 
Whist, Euchre, Spades, Pinochle and Crazy Eights. 
You can also choose what settings to play the 
games at, such as the point total in Gin or Euchre, 
and the level of play. 

If you don't like the table top or deck of cards that 
Viola has chosen—you're the guest—go ahead and 
change them. Don’t expect the games to be quiet, 
friendly matches. These folks like to talk during the 
games, but you can choose to shut them up if you'd 
like. Viola will put on some tunes if you prefer, but 
be warned; her collection is pretty limited. 


She’s one tough cookie when it comes to Gin. Don't let 
her keep score, though; know what | mean? 


interface * Playability * Graphics * Sound * Replay Value 


83 84 76 73 84 | 


I've never been a big fan of card games. If I’ve 
got three other people together, we're much 
more likely to haul out a wargame or RPG to 
wile away the time. I’m not blind to the attrac- 
tions of rank and suits, however. Anyone for 
Cards? is#@ nicefnon-threateningapackage that 
even Grandma could love: It‘reminds me of 
nothing’ $Omageh as playiageeards on-line, 
except iat the other players “are alll silicon (but 
no less amnoying for alluttiat). It'S @ nice touch 
to play against specific personalittes with vari- 
ous tendencies in conversation as well as in 
playing habits. For a novice such as myself, 
the help files for the various games are rudi- 
mentary, but acceptable. The multimedia gloss 
(sound, graphics) is not very deep and not very 
good (bad sound, decent graphics). Not for the 
purist, but fun for everybody else. -Kevin 


interface * Playability « Graphics * Sound * Replay Value 
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While the introduction for this game Is truly evil, 
| can’t take points off for it. | just wish | could. 
Game play is quick and the interface is easy to 
figure out. The selection of games they've 
included is a fairly decent sampling; my grand- 
mother’s faVorite.game, «OA, Feil,” is in here, 
too (although getting Grandma anywhere near 
a computémwould require more @nergy than 
the sunWill produee in its lifetime). The graph- 
ics are fairly cheese-laden; allot the opponents 
are Cartoony-looking, on about a ten-year-old’s 
level of sophistication. Windows-based card 
games come packed in dime bags these days, 
or so it would seem, and, while | have to admit 
a certain preference for Windows over DOS) 
card games, this one could really have done 
without the rather sickly sweet attempt at mak- 


_ ing itself endearing. -Ted 


interface + Playability * Graphics « Sound * Replay Value 
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This is a package of card games that you don't 
usually find. There’s probably at least one here 
that you played while on family vacations or 
with your grandparents. The graphics are very 
attractive and rich with detail, all the way down 
to the picturéseen the toackswofethe cards and 
the table tops: The, musie selections are limit- 
ed, but YOurcandplay your owngmidy selections if 
you want. B@St Ofeall, the characters seem to 
play in their own style andstneir comments are 
amusing, 1hé Al in general makes for some 
worthy opponents and a’pattner that might play 
better than you, if they are experts at a particu- 
lar game. The custom settings for every game 
is a great feature because you can choose 
what variation you want to play. The interface 
is easy to learn, and actions can be performed 
in different ways. -Tasos 


Destruction looms in the year 2027. Global 
terrorists threaten to capture a doomsday device 
in Cyberia. But you can stop them. Armed with 
your instincts and a Sound Blaster card, you 


experience every detail. Interact with synthetic 3-D 


Ah, the crack 
and sizzle of 
another enemy ship 
turning to toast. 


characters and move in a beautifully rendered 


world. Stunning sound effects and a full musica! 


score make every action sequence breathtaking. 


Call it a truly original experience. And with Sound 


Blaster, it's unlike anything you've ever heard. 


A 
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for sound compatibility. 
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BLASTER 
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© 1994 Xatrix Interactive Design, Inc. All rights reserved. Published and distributed by Interplay Productions, Inc. 


AN ANCIENT GAME PLAYED 
ON A MODERN PLATFORM. 


GET THAT ELUSIVE SIX POINT PRIME AND LISTEN TO THE 
COMPUTER WHINE AS HE CAN’T MOVE OFF OF THE BAR. 


Since so many software companies seem so 
intent on making the better chess or card game, 
backgammon has unfortunately been left out in the 
cold. A loi ui what is out there does not include all 
of the elements true to backgammon or has poor 
Al. Likewise, you can play chess with themes from 
different movies, but barely can you find a decent 
looking backgammon board. 

Capstone might have something for all you 
backgammon fans out there. Ultimate 


The computer opponent will fight a tough battle and is 
usually a good challenge when more aggressive. 


Ultimate Backgammon 
by Capstone 


Game Summary 


Play backgammon on four different boards 
in 2-D and 3-D perspectives. The computer 
opponent challenges at three different levels, 
or go against someone else via modem or 


network play. 

Overall 8) % 
Rating: | Oo 
Requirements: 386+, 640K 

SVGA, DOS 5.0 
Sound Support: Sound Blaster and compatibles 
AdLib and PC Speaker 
Controller: Mouse or keyboard 
Available for: PC and compatibles 
Designed by: Capstone 
Distributed by: IntraCopr 
Retail Price: 549.95 
Hard Drive Space: 8 Meg 
No. of Players: One or Two players 
THE SOFTWARE ROLODEX 
IntraCorp 
501 Brickell Key Drive 
6th Floor 


Miami, FL 33131 
(800) 468-7226 
Fax: (305) 577-6173 
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If you are suspicious of cheating computers, roll your 
own set of dice and enter in the result. 


Backgammon includes many of the features of this 
popular game, and a pleasing environment to play 
it in. The boards come in four different styles such 
as a wood, marble, or simply green and purple. It 
can also be viewed from a 2-D or full-screen 3-D 
perspective. 

The computer opponent plays in three styles 
which are Conservative, Aggressive or Out for 
Blood. The latter two will have the computer hit you 
at almost any opportunity. If you don't trust your sili- 
con challenger, roll a real set of dice for it and enter 
the result in yourself. 

Real backgammon players know that the essence 
of the game lies in tournament play. You choose 
how many points you want to play up to and the 
computer keeps score. You can save at any time if 
you're called away in the middle of a fifteen pointer, 
and the computer also keeps player score histories 
by recording wins, Gammons or Backgammons. 

If you’re a beginner and would like to learn but 
don’t want to read Bruce Becker's expounding on 
the fortunes of a good back game, the manual will 
provide you with the basics of play. You'll be mak- 
iNg Six point primes in no time. 

Other features are modem and network play, a 
game log that will be saved as an ASCII text file 
and speech with some interesting comments. 


A tasty 3D view with an expensive-looking marble 
board adds a charming effect to a relaxing game. 


interface * Playability * Graphics * Sound » Replay Value 
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Shhh. Don’t tell anybody, but I’d actually never 
played backgammon before. Not a bit. | was 
therefore disappointed to discover that UB had 
no on-line help that | could find. There was a 
rudimentary section in the manual, but as it 
turns QUt Backgammon iss@ rudimentary game, 

so that was certainly tine. UB provides a 
decent glance at the games| cant comment on 
the Al (| beat Beginner, “expert beat me), but 
the graphi¢sS and other nic@ti@s were bland. 
That pretty Much sums upf/UBr bland. There’s 
some attempt at splash, but not much. The 
speech is flat, and the text from the opponent 
sounds like an eighth grader wrote it. However, 
the interface is smooth and thoughtful, without 
getting in the way of the true game here. UB is 
far from ultimate, but it showcases its basic 
material nicely. -Kevin 


interface * Playability * Graphics * Sound * Replay Value 


92 89 79 «#6 70 


Backgammon seems like one of those games 
that would come naturally to the PC: a board 
game requiring two players that involves equal 
amounts of luck and strategy. Yet UB Is the 
only backgammon game I've seen in months; it 
came aS a@ nice Siitpris6, UB IS about as visual- 
ly stimutating-as real backgammon, though, so 
be prepared. Ane game's Al i$ decent, but it’s 
not much of/@ figk-taker; this the game's only 
serious drawback, since YOu need someone 
who’s willing to make th¢ Bold moves in order 
to keep the game fresh. IN Spite of the incredi- 
bly poor move | made by constantly keeping 
just one marker in the backfield, the Al would 
steadfastly refuse to take the risk of covering 
me until it could make a point safely. A good 
game for novices, but serious players will want 
something better. -Ted 


interface * Playability * Graphics * Sound * Replay Value 
82 93 89 §=87 97 | 


Finally a backgammon game made by people) 
who seem to know something about backgam-| 
mon. Obviously, the graphics are very pretty 
and even the comments with the speech are 
good. Some other nice features are that the 
move for thesseeond die cansoesone automati- 
cally and you dont havedo play out a game 
when there.is ao reason 10, like after turning 
down the doubling cube or whien getting 

whipped when no points are involved. The 
computer understands thisjstoo. Most impor- 
tantly, the Afts"a worthyopponent and plays 
the cube fairly well. It will make some fatal 

moves from time to time, but then don’t we all? 
Keeping your game history is great and you 

can customize some of the rules as you like, 

such as automatic doubling upon rolling a dou- 
ble in the opening. -Tasos 


The 7th Guest and Interactive Drama are trademarks of Virgin Games, Inc. Virgin is a registered trademark of Virgin Enterprises Ltd. 
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Your clues are hidden in the whispers of floating 
apparitions. Eerie piano music could be a sign of 
danger. Warnings come to you through strange 
murmurs. So, if you want to unravel Old Man 


Stauf’s bizarre secrets, keep your eyes peeled, your 


One by one the guests 


arrive. Then the party 
really starts howling. 


nerves steady, and your ears open. And take this 
hint—make sure you have a Sound Blaster sound 
card. Every bone-chilling shriek, hair-raising 
scream, and breathless gasp in The 7th Guest™ 
seems terrifyingly real when played on a Sound 


Blaster. Forget about getting out alive without one. 


Working together 


for sound compatibility. 


CREATIVE 


INTERACTIVE} FRILOBYTE MULTIMEDIA IS CREATIVE™ 


entertainment 


eocccs o> 


1992 Virgin Games, Inc., and Trilobyte, Inc. All rights reserved. 


YOUR ONLY OPTION IS 


PEACE BY PIECES. 


TO MAKE A PEACE OMELET YOU’VE GOT TO BREAK A FEW 
VERY BAD EGGS IN OPERATION: BODY COUNT. 


It is the year 2014. During a critical Summit 
Peace meeting between various world leaders at 
the United Nations Towers, a group of heavily- 
armed terrorists stormed the buildings and took the 
world leaders hostage on the top floor of one of the 
towers. No demands have been issued, and negoti- 
ation attempts have been fruitless. The terrorists 
have sealed all entrances to the building, as well as 
booby-trapped the hallways and disabled most ele- 
vators. Within the last four hours, two military 


Use five weapons, including the Assault Shotgun, 
against dozens of enemies on forty levels. 


Operation: Body Count 
by Capstone 


Game Summary 
Vicious terrorists have taken control of the 
United Nations. Go in and kill them all. Forty 
levels of maze-like sewers and booby- 
trapped office corridors await, filled with a 


variety of nasties. | 
149% 


Overall 
386 or faster, 4 Meg RAM 


VGA, CD-ROM 
Sound Blaster 
and compatibles 
Controller: Keyboard, Mouse, Joystick 


Available for: PC and compatibles 


Rating: 


Requirements: 


Sound Support: 


Retail Price: 
Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 


One player (12 with network) 


IntraCorp 
501 Bricknell Key Drive 
6th Floor 
Miami, FL 33131 
(305) 373-3770 
(305) 577-6173 FAX 
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You are the last hope of all the world’s leaders. Storm 
the terrorists and free them all. 


attempts to storm the towers have been defeated 
due to lack of surprise. 

Now the world has only one hope left: the Elite 
Squad. As its commander, you have been given 
orders by the President of the United States to take 
your task force into the towers and effect a rescue. 
As the events of the past few hours have proven, a 
frontal assault is pointless. Therefore, intelligence 
agents have charted a clandestine route through 
the city’s sewer system and up into the mainte- 
nance hallways of the UN Tower. A single route to 
the top, the Presidential Elevator, is still opera- 
tional. It'll be a long climb in hostile territory. 

Operation: Body Count is Capstone’s latest 
enhancement of the licensed Wolfenstein 3D 
engine featuring 40 levels of first-person scrolling 
rotational action. The trapped passages of the sew- 
ers and building contain hundreds of enemies, from 
dog-sized rats to muscle-bound terrorists. use five 
different weapons against them, from the Assault 
Shotgun to the Flamethrower and Grenade 
Launcher. Other computer-controlled allies can be 
found on some levels, allowing the player to switch 
between them or give them simple commands. 

Body Count also supports modem play between 
two players, or it can accommodate up to twelve 
people over an IPX-compatible network. 
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Lost? Use the handy HUD map. But you'd better have 
better accuracy than this. 


interface * Playability * Graphics * Sound * Replay Value 
68 70 68 1/0 61 


Capstone’s previous Wolf3D engine “enhance- 
ment,” Corridor 7, was actually pretty good. 
Thus | was very disappointed by Body Count, a 
throwback in every sense of the word. lf 
Wolf3D had been this weak, we'd never see 
this many copyeats. Little ambition is evident in 
the desigh. The graphicsyare grainy, dark and 
cartoony. AcCUracy is néar impossible, since 
your aim point is ten degrees to the left of your 
gun (why?). The levels are laid out without 
regard to logic or atmosphere. The player is 
forced to traverse level after level of sewers, 
fighting giant rats and swamp monsters, before 
ever seeing a terrorist. While the modem and 
network options are welcome, the levels them- 
selves and the fighting engine are so unin- 
spired that you'll be unlikely to convince any- 
one else to play. -Kevin 


interface * Playability * Graphics * Sound « Replay Value 


92 90 86 =80 70 


Although Kevin and Taso complained vocifer- 
ously about this game while they were playing 
it, | had a great time with it. Sure, the enemies 
are seriously goofy-looking and the sound is 
less than stellar, but the game play is great. 
Body Count is fast, the inteffaceéis simple, and 
killing silicon terrorists is nearly as much fun as 
killing silicOneNazis. The AUBeds an excellent 
touch; one of the things | dislike most about 
Doom is that you have to finda safe haven 
while you look at the map. The weapons are 
also a bit too large; it’s often tough to see 
some types of enemies around the barrel. The 
one downside | found is the game’s inability to 
load a saved position from anywhere; you first 
must abort the game you are currently playing, 
leading to some annoying downtime. 
Otherwise, a fun time. -Ted 


interface * Playability * Graphics * Sound * Replay Value 
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Is Body Count the anti-climax to all of the 3D 
first person perspective games that are flood- 
ing into the market? Possibly. Everyone likes a 
little length to their games, but plan on spend- 
ing the first few levels in the dark sewers fight- 
ing mostlyérats that yousca@nt always see 
immediately because your gun is Blocking your 
field of visiOn»Clever game..developers don't 
Steal, they borrow..BC is obviously just trying 
to bank on a hot fad. Unfortunately, there does 
not seem tosbe enough creativity among the 
programmers to come up withsomething other 
than changing the setting and story. Even the 
music and text resemble Wolfenstein. There 
are a couple of enemies that are different and 
BC has network and modem support and a few 
other extras, but that’s it. There’s better out 
there. Much better. -Tasos 
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1994 Crvo Interactive Entertainment. € 


Armored warriors ride the wings of flying dragons. 
Trolls devise a surprise attack. To survive, you'll 
need to stay alert. And have a Sound Blaster sound 


card. In Dragon Lore, every nuance of battle comes 


Between the 
roaring dragon and 
the screeching trolls, 
you can hardly hear 
yourself think. 


to life with synchronized speech and sound effects. 
Bones crumble beneath your broadsword. A 
flailing mace rips through chainmail. And you 
hear it all with Sound Blaster. Just think of it as 


your most important weapon. 


Working together 


for sound compatibility. — 


CREATIVE 
MINDSTAPE 


THE SOFTWARE TOOLWORKS 


1994 The Software Toolworks, Inc. All rights reserved. 


LISTEN CLOSELY OR YOU'LL 
MISS THIRTEEN DOWN. 


INTER MEDIA CREATES A CROSSWORD PUZZLE GAME FOR 
WINDOWS WITH A MULTIMEDIA TWIST. 


Do you like doing crossword puzzles but hate that 
constant grind of pencil sharpening? Has your eras- 
er worn too thin? Or have you scratched your way 
through so many places on the page that it now 
looks moth eaten? 

Well relief might just be in sight. Inter Media has 
put 30 puzzles on a CD, so you can now do puz- 
zles in Windows. Nothing new? Maybe it’s not the 
first computer crossword puzzle game, but it may 
be the first to include a new twist to how the clues 


In a platonic relationship that esta numerous sea- 
sons, America never found out the answer to its title. 


Multimedia Crosswords 
by Inter Media 


Game Summary 
Thirty different crossword puzzles on CD- 
ROM that use photographs, videos or sound 
bites as clues that cover such topics as his- 
torical figures, sports, current events, litera- 
ture, geographical locations and more. 


Overall 7 °% 

Rating: 6 | o 
Requirements: 386SX/16+, Windows 3.1 
SVGA, 4MB:RAM, !x CD-ROM 
Sound Support: Microsoft Windows 
Sound System 
Controller: Mouse or Keyboard 
Available for: PC and compatibles 
: Inter Media 
Davidson & Associates 
Retail Price: $34.95 
Hard Drive Space: 700 KB (optional 
No. of Players: One player 

THE SOFTWARE ROLODEX 
Inter Media 


3624 Market Street-Suite 302 
University City Science Center 
Philadelphia, PA 19104 
(215) 387-3059 
Fax:(215) 387-3049 
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‘This femmes ‘aitats Ss singing — be heard almost 
three miles away,” or something like that 


are presented. Reader’s Digest Multimedia 
Crosswords uses the benefits of the multimedia 
experience to give clues as videos, sound bites and 
colorful pictures. 

“This soft-spoken sound is an attention grabber,” 
is read aloud after the sound is played. The answer 
is then “psst.” “The name of this leader's country,” 
is part of the clue as a video clip of Fidel Castro is 
shown. Other kinds of topics covered are geo- 
graphical locations such as a video of a gondolier in 
the canals of Venice while the clue is, “The country 
in which this city can be found.” More contemporary 
people such as, “The first name of this actress” with 
a picture of Kim Basinger is an example of this cat- 
egory. 

Thirty puzzles of varying difficulty have been 
included with an easy to use VCR-like interface that 
allows you to Play, Pause or Rewind the clues. The 
Auto-Check feature will draw a line through any let- 
ters that are incorrectly placed to keep you aware 
of your mistakes or check the puzzle as a whole 
when you near completion. 

If you get called away or your boss is coming 
down the hall, you can save where you are and 
continue once the coast is clear. 

Inter Media will also be releasing a TV Guide ver- 
sion which should be out soon. 


“The eggs of this bird make a terrific omelette when 
mixed with bell peppers, onions and smoked ham." 


interface * Playability * Graphics * Sound « Replay Value 


Interface * Playability * Graphics + Sound » Replay Value 


60 8 68h 
Behind every cliche lurks a nasty truth. Kudos 
to Inter Media for showing us a strong example 
of the multimedia cliche, wherein a company 
slaps digitized video and sound over a 
mediocre product in an attempt to spice it up. 
In this gam@, as so oftenfhappens, not only is 
the multimedia “enhancement not very 
impressive, itaetually interieresawith what little 
game /play there was inthe first place. As a 
crossword puzzle program, this fails in two 
important Categories: number of puzzles pre- 
sented and difficulty of the puzzles themselves. 
Plus, the multimedia clues slow down the 
game discernably, even on fast hardware. The 
interface is frustratingly slow and awkward, 
and made more so by the necessary pauses to 
load the next clues. This had better not be the 
next generation. -Kevin 


2 9 7% i 3 


Crossword puzzles are one of the things that | 
find helps make life just a bit more worthwhile. 
RDMC certainly contains some fairly challeng- 
ing puzzles, and its method of giving clues is 
unique, but the product sort of leaves me flat. 
Once you've solvéd all the puzzles, its replay 
value {S virtually nil.) Don't even think of running 
this on a singleé-Speed CD-ROM drive; even 
though it’s Jisted as a minimum requirement, 
the access time for the visual portion of each 
clue will/drive you nuts with impatience. The 
hint feature is a definite plus, although serious 
puzzlers will probably not find enough chal- 
lenge to merit turning this feature on. The inter- 
face is simple enough to figure out without hav- 
ing to resort to the “help” button. And, as with 
most Windows-based games, don't expect a 
lot from the graphics. -Ted 


The first apprehension | had was whether the 
CD-ROM access time would slow everything 
down to the point where it was not worth the 
trouble to put those Dell books away for 
awhile. Fortunately, it’s not bad. Most of the 
clues will appear.after standingeon a particular 
answer for just a Couple of seconds. The video 
runs smoothly.and the sound and Speech are 
clear, although the,volume fluctuates from time 
to time, It Seems that the Same picture or video 
are sometimes used for more than one clue, 
causing them to not alwayS’make that much 
sense, but they usually serve their purpose 
nonetheless. All of the puzzles seem to be at 
about the same difficulty level, between easy 
and medium, and with only 30 total there is not 
too much variety. However, for the $35 price 
tag it might be worth a look. -Tasos 


This one you won’t 
want to miss. 


It’s been nearly three years in the making with a budget 
we won't even talk about. It employed a team of over a 
hundred people, including programmers, artists, musi- 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraft™ 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland” and The 
Bard's Tale™, our goal was to produce a game every bit 


as innovative and unique. We think you'll like the results. 


Art and Stuff 
Graphically, the 
game is state-of- 
the-art stunning 
(we're a little 


biased but check 


out the screen- 


shots for yourself). 


We used a combination of live actors and computer 
generated creatures with Silicon Graphics environments 
and magical effects which were painstakingly rendered 
down to the finest crack, doorway and magical 
lightning storm. 


The Game's 
the Thing 
A combination of 
traditional role 
playing and 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with puzzle-solving, 
magic systems, character attributes and combat. It all 
comes /setiesh in a system that allows for quality story- 
EE : telling combined 
with a powerful, 
yet easy-to-use 
control system 
(intuitive without 
being watered 
down). 


© 1994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 
The Bard's Tale and Wasteland are trademarks of Electronic Arts. 


The Box, the Book and Story 

The packaging is every bit as cool as the game. 
Shipping in a special tombstone-shaped, hologram box, 
the package starts you on your quest “through dark cor- 
ridors, treacherous 
sewers and subter- 
ranean realms of 
faeries, magick 
and the living 
dead.” (We had 
to throw a bit of 
marketing hype in 7 
here somewhere.) Along with the skeleton hologram 
cover, you also get a limited edition, hard-bound 
Stonekeep novella by Steve Jackson and David Pulver. 


ii, “By Gamers. For Gamers.”” is 


Interplay’s slogan and 
Stonekeep is the kind of game 

we've always wanted to play. 
It looks cool, sounds great and 
tells a good story. It’s one 
of those games you'll 
stay up playing until 
three in the morning 
on a work night. 
Basically, it’s just a lot 


of fun. 


A CD-ROM, Role-Playing 
isiiiagees for IBM and esciimeden 


Under a Killing Moon 
by Access Software 


Game Summary 
An interactive movie where you control a 
Sam Spade style P.|., named Tex Murphy, 
who is out of his element in 2042. On the first 
day of a seven day span, Tex finally gets a 
case that will become more then he knows. 


Overall 90% 


Requirements: 386/25, 4 Meg RAM 

: SVGA, CD-ROM, Sound Card 
Sound Support: Sound Blaster 
and compatibles _ 

Controller Keyboard Mouse 


Retail Price: $99.95 
Hard Drive Space: 8 Meg 
One player 


THE SOFTWARE ROLODEX 


Access Software, Inc. 
4910 West Amelia Earhart Drive 
Salt Lake City, UT 84116 
(800) 800-4880 
(801) 596-9128 FAX 


No. of Players: 


oe) 
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Tex investigates a crime scene as you maneuver him in 
any direction and look under and in objects. 


The graphic adventure 
is arguably one of the 
most popular genres of 
gaming. Year after year, 
Store shelves fill with 
titles from almost every 
major software develop- 
ment company; often 
they are sequels to some old favorites, others are 
ground-breaking, filled with all the rich graphics that 
the programming and art teams could concoct. Like 
the set and prop designers who are setting the 
Stage, it Is their job to dazzle the audience with the 
special effects of the show. 

spectacular sights and sounds might fascinate 
the common man, but seasoned gamers are not so 


TEX MURPHY 
REALLY 
APPRECIATES 
HIS BOURBON 
(NEAT!) 


ACCESS BRINGS THE FUTURE 
OF GRAPHIC ADVENTURING. 


All Kinds of patrons frequent the old Brew and Stew 
where Louie LaMintz is the proprietor. 


easily impressed. The Under A Killing Moon team 
has spent two years trying to satisfy them all in this 
long anticipated interactive movie. For their tough- 
est critics-those who scrape together the funds they 
need to buy their products—a four CD adventure 
was the fruits of their labor. 

The quality of a staged production can only be as 
good as its performers. That’s why Access sought 
the expertise of four Hollywood pros who know 
what it takes. The star studded line-up includes 
James Earl Jones, Brian Keith, Margot Kidder, and 
Russell Means along with some other familiar faces 
of the silver screen. Acting in front of a bare blue 
screen might not be what they're used to but with 
the state of the art technology used by Access, they 
appear to exist naturally in the virtual setting. 

Chris Jones, one of the designers of the project, 
also takes on the role of the lead character Tex 
Murphy (Mean Streets, Martian Memorandum.) Tex 
Is a private detective who has recently found him- 


Talk with NPCs by guiding Tex's tone and letting his 
personality win the day. 


i 
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Extensive on-line hints help those who want them with 
step-by-step info-for a cost. 


self hitting rock bottom. His wife, though unfaithful 
as she was, has recently divorced him and his only 
friend is the bottle in front of him. Tex desperately 
needs a case to bolster his sprit and his income. 

The pawn shop across the street from his office 
was robbed and the owner, Rook Garner, is willing 
to pay him for his investigative services. A woman 
entered the shop with a very nice bracelet for which 
she received a sum of money substantially less 
than its worth. Later, a man entered the shop and 
stole the bracelet back. In fact, the same thing has 
happened to other pawn shops across town. Who's 
behind it and are they doing it just for the money? 
Little does Tex know that this case might be more 
than he has bargained for. 

A few months ago, Rusty Clown, the owner of a 
local novelty shop had disappeared. Could there be 
a connection between the robberies and Rusty’s 
mysterious disappearance? Do the locals know 
anything that can help and will they spill the beans? 

You must control Tex as he searches back alleys 
and questions the local mutants to find out what 
they know. In Old San Francisco in the year 2042. 
“Norms” are the minority, but Tex feels at home 
here among the other outcasts. There is more 
going on below the surface that is only hinted at on 
day one. But the events of that first day start the 
ball rolling towards bigger and better things. There 
are on-line hints if you get stuck, but their use will 
cost you some of your points. 

To bring this world to life, UAKM screams for 
advanced hardware. The minimum requirements as 
listed will produce a game that is substandard, so 
plan to use the recommended settings instead if 
you want the real experience. The setup program 
does contain an extensive list of choices to config- 
ure the game for your hardware, but UAKM is 
demanding. 


Later in the game, you'll have enough places to go to 
make this travel menu worthwhile. 


hi 
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UAKM is the ultimate graphic adventure, with 
all the baggage that implies. Every location is 
fully explorable, down to the cracks in the ceil- 
ing and floor. Walk around poles and desks 
like you were really there. Talk to people and 
examine objects as if you were in a tree- 
branch graphic adventure. For once, 
actors don't look too awkward inter 
silicon environment. Of course, thi 
prevent them from looking awkward 
design of the game or the script th 
given. The overlush “virtual rooms” | 
serve one and only one purpose: glorifying the 
hunt for the hot spot. Yes, you still can miss 
important clues by not moving your mouse 
over that one box; and now, you might have to 
crouch, tiptoe and lean over a hole to even 
see that box. Even ignoring the vast access 


Access spent a long time putting Under a 
Killing Moon together, and its quality shows. 
While the graphic adventure format is old, 
UAKM's presentation of the format is incredi- 
bly fresh. The interface is excellent, and the 
movement on-screen is visually specta 

_ I'm very impressed with Access’ 

digitized video and digital ba 

although the blue screen isn’t perfé 
nice to see a trend toward innovative 

__ industry) technology. The on-line hint sé 
is detailed and accurate, though not 

Clues are helpful (“To open the door, find the 
__ key and use it on the door’). The only problem 
__ | found with UAKM is that getting clues seems 


too easy. Unfortunately, that's the problem — 


— with just about any graphic adventure: it’s all a 
_ matter of hunting for the hotspots. However, 


i It can't be denied though it may be argued: 
__UAKM has some of the best graphics to date. 
The amount of detail in the environment is 
- about as good as it gets. The variety of move- 
ment choices allow you to look in places you 
_ would probably not normally want to see, but a 
good P.I. has to be observant and. 
_ things with a fine-toothed comb. 
_ the fact that the actors look like t 


ink, unless you really dread performing such 
n action at all. Besides, it’s not a fast-paced 
ction game that stops while you're in the heat 
f battle to ask you to put in disk #2. This is a 
low paced investigation/adventure where you 
have to take your time. Moving around during 


times between areas, UAKM is exhausting to 
search. The name actors just serve to make the 
others look bad. While there’s plenty of plot and 
Storyline here, its linear nature (enhanced by the 
on-line hints) dull any sharp points. The humor is 
occasionally effective, but usually kitschy and 
is an interactive movie in the truest 
e: you've been handed the script and have lit- 
er anything but your delivery. Given 
ystem requirements, Access has 
b of making the game as accessible 
€ to users of all technology levels. If 
you like graphic adventures, UAKM will seem like 
the next generation of them. But it does little to 
advance the art of gaming in any way other than 
the technological. Now that Access has broken 
this ground, maybe someone will come along and 
make a truly revolutionary game. -Kevin 


because of the nature of the 360° spherical view- 
point, there are two all-new places to search: up, 
and down. Also, since the search is always from 
the first-person, some objects don’t attain any level 
of detail (and sometimes don’t appear at all) until 


merse myself in the game very easi- 

g of the incidental roles is very good; 
atching Family Affair, and kept wanting 
mention Buffy and Jody for a little 
Margot Kidder’s husky voice serves 

her well in her role, and Russell Means captured 


my attention in his small role in Natural Born 


Killers. All are exceptional in their parts. The actor 
in the protagonist's role, Chris Jones, is also good, 
though | think that Access should have hired a bet- 
ter script doctor.  -Ted 


movement mode might be awkward for some at 
first since it requires the coordination of mouse 
and keyboard, but it is no more difficult than in 
other games that use a similar input configuration. 
Delving beyond the graphical environment to look 
at the game engine presents a less spectacular 
pretty basic and conventional and 
ditional click and find system. 
no prior expectations of any innova- 
ents in this area, | was not too dis- 
nsidering both aspects collectively, 
ntertaining as the story successful- 
ly combines a number of characteristics not usual- 
ly found together in a game like this. There’s sus- 
pense, intrigue and humor all in one. Many of the 
Objects are where you would normally find them 
and fit together logically. Here’s the future of CD- 
ROM, and it looks _ -Tasos 


COMPUTER GAME REVIEW 37 


second to oa your iilbe: racing. 


. -*Created by Argonaut, who becaght you ‘the Special 
selling Star Fox". 


It’s 2023 and the Earth is dying. A survey ship, the 
SS Amazon, takes off to locate an alternative planet and 
disappears. Now, you must discover what hit it. Oh yeah, 
while you’re at it, bring back an alien specimen, find its 
source ane destroy it. 


z toa crisp? ; corm 0 ta 
Or is it one of those really ugly things that we don’teven  _ G. 


want to mention? AVAILABLE ON 
PC CD-ROM 


AREGHAUT 
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SHIP BEARING 9O DEGREES, 
PREPARE TO DIVE! 


A SMALL, SELF-CONTAINED ENVIRONMENT HUNDREDS OF 
METERS UNDER THE SURFACE OF THE OCEAN CAN BE COZY. 


Weeks of waiting were over, weeks of clammy 
discomfort in the middle of the bleak North Atlantic. 
There was no time for boredom now; the Watch 
Officer had spotted a ship on the horizon. Now the 
waiting was a tense, expectant hush as the captain 
ordered full speed ahead. Dusk was falling, and 
soon the merchantman would be unable to see the 
slender tower of the U-Boat above the waves. With 
detection a remote possibility, the submarine would 
be able to close to a range of her choice and deliv- 


Only hang out on the surface if no escorts are near. 
Gunfire will sink you very quickly. 


Aces of the Deep 
by Dynamix 


Game Summary 
Rule the North Atlantic as that roving wolf 
of the sea, the U-Boat. Select specific situa- 
tions, or plunge into a career as a U-Boat 
officer. Torpedo the merchants and run from 
the destroyers—unless you're brave. 


Overall 9g 97% 


386/25 or faster 
VGA, 4 Meg RAM 
All major 

sound cards 
Controller: Keyboard, Mouse, Joystick 


Available for: PC and compatibles 


Rating: 


Requirements: 


Sound Support: 


Sierra On-Line 


Retail Price: $55.95 


Hard Drive Space: 14Meqg - 


No. of Players: One player 


THE SOFTWARE ROLODEX 


Sierra On-Line 
Direct Sales 
P.O. Box 53250 
Bellevue, WA 98015-3250 
(800) 757-7707 
(206) 562-4223 
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Another Eel is released, seeking the hull of British ship- 
ping. Aim carefully; U-Boats don't carry many. 


er the torpedoes that would spell the end of thou- 
sands of tons of wartime material for the Allies. 
Unfortunately for the U-Boat crews, easy kills like 
this don’t come often. Later in the war, merchants 
band together in huge convoys with escorts for pro- 
tection. Often you'll be fighting blind while destroy- 
ers pound the sea with depth charges looking for 
you. Pop up even a periscope and their guns will 
send you on a one-way trip to the bottom. Be alert 
also for the British planes scouring the waters for 
telltale wakes; more than one U-Boat was sunk by 
a sharp-eyed pilot. Stick to your element: the night 
and the deep sea. Strike from ambush and run 
away quickly. 

Aces of the Deep is a detailed simulation of tense 
U-Boat warfare during World War Il. Players com- 
mand the small submarines either in player-chosen 
scenarios (against merchants, convoys or war- 
ships) or in career campaign modes, where awards 
are based on individual bravery and sheer amount 
of tonnage sunk. Choose for yourself the level of 
realism (dud torpedoes, realistic sailing, and invul- 
nerability are all options to tailor-make a difficulty 
level). While at sea, receive orders from headquar- 
ters or go hunting on your own. Brave captains will 
wear the lron Cross; but foolhardy ones will receive 
it posthumously. 


Another perfect hit as a merchantman crumbles in the 
periscope. That's 9000 tons less British shipping. 


interface * Playability * Graphics * Sound © Replay Value 
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Aces of the Deep is an enjoyable modern look 
at U-Boat warfare. It’s not as atmospheric as 
other computer games on this topic (in fact, it 
has little atmosphere to speak of); but it’s an 
enjoyable look at the growth of weapons and 
tactics ofgSUDMakine strategy during this peri- 
od. The all-around “radar tke view, while 
essential 10 the’ ability to:KAOW What's going on, 
destroyed realism—real U-Boais didn’t know 
what WaS. going On'When they dived. Of 
course, tiS KNOWledgé Can make the duels 
more intellectually, rather than emotionally, 
stimulating. Some annoying glitches make me 
wonder about the existence of other, less obvi- 
ous glitches. As usual for Dynamix, the manual 
is a factoid bonanza. | could easily see this 
game, limited (and buggy) as it is, become a 
recurring favorite. -Kevin 
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Strategic submarine simulators are growing on 
me. Of course, it doesn’t hurt that a couple of 
good ones have been released in the last year 
(Subwar 2050, U-Boat). Add Aces of the Deep 
to that list. Although lacking the overall ambi- 
ence of U-Boat, the,atmosphere is still there, 
with crewmembers chiming in to tell you when 
something has happened. Dynamix was wise 
enough to ‘make the musical S¢ore an option. 
The graphics aré pretty, though not over- 
whelmingly so} the best graphi¢ in the game is 
one of a sub launching a torpedo. The mouse 
interface is fairly well laid out, but | recommend 
getting comfortable with the hot keys; they 
respond a lot quicker, which is important since 
game play takes place in real time. This is one 
| expect to keep around for at least the next 
few months. -Ted 
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Take a step out on to the bridge or take a look 
through the periscope and you'll notice some 
great graphics as the sea swells realistically in 
front of you. Graphics tend to impress your 
average computer gamer and these should 
delight evenyOne» Likewiseeth@mealism level of 
the simulation’ can be modified in a number of 
different Categories making,A@D accessible 
and acceptable to a whole spectrum of players. 
Setting the realism levels very low lets you go 
Out on ‘a fOMmp across the seas and log as 
much tonnage as you want’Command the 
sound officer to play some Dixie music and it’ a 
party. Handing out orders is very convenient as 
you can do it from just about anywhere on the 
vessel in more than one way. A bad move on 
your part is not always detected by the crew, 
though, until it’s too late. -Tasos 


Oh no! An evil alien spaceship has stolen soccer's World Cup and 
scattered it around the world in five pieces! Without the cup, 
there can be no World Championships this year. But don’t lose 
hope, Soccer Kid’s on the case. Wearing his favorite team col- 
ors and armed with his trusty soccer ball, Soccer Kid sets out 
on a perilous journey that takes him through five countries 
_ filled with dangers and pitfalls. He faces over 30 levels of 
fearful enemies whose goal is to rid the world of his favorite 
sport: Soccer. Help Soccer Kid travel around the world to 
piece together the world cup in time for the World 
Championship. 


¥ Collect the 5 World Cup Pieces and save the 
Soccer World Championship. 
Vv 256-color VGA graphics 
Vv Fast arcade action and entertaining soundtrack 
V Over 30 levels of gameplay 
Y Travel the streets of Japan, the U.S.S.R., 
England, the U.S.A. and Italy 


or oes ‘Save mar tence eee 


For more information and availability call: 


-800-334-6572 


© 1994 MicroLeague Interactive Software. ee 5 : - . = 
© 1994 Krisalis Software LTD., Soccer Kid is a Registered Trademark of Krisalis Software LTD. All Rights Reserved. inceraccive sofeware| {J.().P, 20] Bellevue Building, Newark, DE 19702 


Dennis Hopper 


Ny i 
ww 


Wii 


Grace Jones ~~ a * 7 


Geoffrey Holder 


| Available in IBM PC CD-ROM and Mac CD ROM. ©1994 Take 2 Interactive Software, Inc. GameTek is a registered trademark 


of 1.J.E. Inc. All rights reserved. Hell: A Cyberpunk Thriller and Take 2 are trademarks of Take 2 Interactive Software, Inc. 
* Actual screen shot. 
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IF ONLY IT WERE ALL JUST A 


BAD DREAM. 


IT’S PAYBACK TIME FOR ALL YOUR CYBERSPACE THIEVING 


AS YOU MUST SAVE YOUR BUTT ALONG WITH THE OTHERS. 


Practical uses for space occupation have finally 
come into fruition as mega-corporations have built 
research facilities aboard space stations. In 2072, 
Citadel Station was constructed by TriOptimum to 
be used for biomedical research with a fully self- 
Sufficient Al called SHODAN (the Sentient Hyper- 
Optimized Data Access Network). SHODAN was 
assigned to regulate security and operations, but 
soon grew bigger than its cyberbritches. 

It began to show signs of aberrant behavior. 


is the least powerful weapon aside from the pipe. 


system Shock 


by Origin 


Game Summary 
You must try to regain control of Citadel 
station which has been taken over by its 
managing Al named SHODAN. With the help 
of a few other survivors you must fight 
through mutants and robots to reach the end. 


Overall 


88% 


Rating: 


Requirements: 486/33+, VGA, DOS 5.0 


4MB RAM w/ XMS 


Sound Support: | Most major sound cards 


Controller: Mouse, Keyboard or Joystick 
Available for: PC and compatibles 


No. of Players: One or Two players 


THE SOFTWARE ROLODEX 
ORIGIN 


12940 Research Blvd. 
Austin, Texas 78750 
(512) 335-5200 
Fax: (512) 331-9558 
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Keep an eye out for E-mail from the other survivors as 
they will help lead you along. 


When the computer system administrator filed a 
request to replace the SHODAN security system, 
he was transferred off-station and the replacement 
order was rescinded. An experimental viral muta- 
tion agent then got out because of an accident 
caused by a flaw in the control software. Soon the 
biolab workers begin to mutate and robots became 
defective. Violent incidents aboard the station begin 
to rise, and a riot erupted as the armory was ran- 
sacked. Eventually, SHODAN announced its inten- 
tion to control all life aboard the station and com- 
munications from the Citadel were cut off. A warn- 
ing was sent by the few survivors aboard the sta- 
tion to the Earth population. 

You, unfortunately, are the survivors’ last hope as 
SHODAN is unaware of your presence. As a 
renowned hacker, you were hired by a TriOptimum 
VP to go to Citadel on a risky break-in. You've 
received a cyberjack implant operation, and after a 
month in a healing coma, you awaken to find the 
Station in its present condition. 

All hope of stopping SHODAN is in your hands. 
You have the ability to look up and down, jump and 
even lean around corners. Armed with a computer 
to receive E-mail and some weapons that you find 
along the way, try to get to SHODAN’s cyberspace 
link to stop him from causing more destruction. 


~ . re ie; os 3 


System Shock gives you the ability to look up or down, 
even around corners. 


Interface + Playability * Graphics * Sound « Replay Value 
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The best word to describe SS is intricate. It’s 
intricately plotted and planned, and you'll often 
have to be intricate to get through it. This isn’t 
just a mindless shooter—unless you select it 
that way in the beginning option screen. The 
ability to ehOOSe the relative freqWiency and dif- 
ficulty of the puzzles, combat and plot details is 
a true blessing. The SS environment is dark 
and cramped> and \placés much emphasis on 
player motion like ducking, crawling and climb- 
ing. | found it difficult to play for more than an 
hour at a time, because my eyes would begin 
to ache with the strain of trying to sort out the 
complex shapes. The cyberspace element is 
interesting in concept but very silly in execu- 
tion. SS is a strong blend of Doom-style action 
and Ultima Underworld-style adventuring, no 
surprise given its authors. -Kevin 
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_ System Shock is rich with plot and story devel- 


opment, and the game itself is entertaining, 


_ but, sheesh, the interface is tough to master. 
_ Once you get past the bone-twisting agony of 


juggling mouse and dual key commands, 
though, SS is Weird and"¢réépy enough to 
engage/your attention for more than, just a few 
hours. The plethora of Weaponry and enemies 
makes SS ineredibly challenging, and the 3D 


map takes you an some convoluted journeys of 


memory retention. The one true triumph of SS 


is its depiction of cyberspace; at long last, 
_ someone has finally managed to develop 


something that my mind’s eye shares in vision. 
Cyberspace is depicted as a series of rooms 


__ with various items which can either help you or 


hinder you, and the passages between them 
are a fast and confusing ride. -Ted 
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Don't expect a comparison with Doom since 
they're apples and oranges; essentially, the 
only thing that’s similar is the 3D perspective. 
SS’s controls are more complex, but that’s the 
price for having more movement options (like a 
marionettestOma,puppeteymitidoesn't take too 
long before you getused to them. Besides, the 
pace is $low,enough that you dont need really 
quick refl6xés 0 Survive. Infact, SS is just as 
much an adventure game asa shooter and 
strikes a nice balance between the two. The 
enemy Al is*pretty poor “though, as is their 
movement—very jerky. The graphics as a 
whole are blocky and make things hard to see. 
There is a lot of detail throughout, and you 
can't always tell if something is a button or 
some other detail. It could have done without 
the episodes in cyberspace, too. -Tasos 


BREAKING AWAY 
FROM THE FLEET 


Ever wanted to sail into the sunset? Visit 
ports of call known only to grizzled 18th 
century sea captains? 

Then let our unique first-person 
perspective and stunning 3-D graphics 
put the wind in your sails! Swashbuckle 
away as you trade goods, vanquish enemy 
ships and create routes to riches. Take 
time to gossip in local taverns, repair 
cannonball damage, and stoke up your 
crew's morale. (A little rum, perhaps?) 


Chart your progress with our authentic 
navigational aids, and revel in a world 
long gone: Where fortunes are fiercely 
defended, and only skill stands between 


you and the deep blue sea! 


Features: 


Variety of goods to trade and 
passengers to Carry. 

Command a crew of soldiers, sailors 
and apprentices. 

Defend against pirates and enemy 
men-o -war. 

Buy and enhance ships from 

several models. 

Highly intuitive interface. 

Dynamic pricing and political models. 


Strong replayability. 


Travel the world in search of riches 


Impressions 


Visit exotic ports on many continents 


© Impressions Software, Inc. 222 Third Street, Cambridge, MA 02142 


srpcaet 


s:hnsnaslinaharbirhaegeet bariansiieereaan sae 


Engage enemy ships tn realistic sea combat 


IBM PC Screenshots may vary 
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BIG FUZZY CATS WANT TO 


DO YOU IN. 


WING COMMANDER ARMADA MARRIES THE WC FLIGHT 
ENGINE TO A STRATEGIC BUILDER. 


If you've been going through Wing Commander 
withdrawal lately, you can breathe a little easier. 
Wing Commander Armada is on the shelves of your 
local software seller. The latest in the series from 
Origin takes you on a route that is quite a bit differ- 
ent from the standard Wing Commander entry. 

In Wing Commander Armada, you take control of 
a sector of space containing an unknown number of 
planets. Within this sector, you can count on run- 
ning into your old friends, the Kilrathi. Armed with a 


Strategic planning comes into play... How should you 
take care of the encroaching Kilrathi? 


Wing Commander Armada 
by Origin 


Game Summary 
All Kilrathi must die as you push the 
Human Confederation forward. Modem and 
network play is available, as well as a “taunt 
maker” that allows you to custom-make your 


Own voice Clips. 
18% 


Overall 
486, 4MB RAM, VGA, 


DOS 5.0 

Sound Blaster, AdLib, 
General MIDI 

___ Joystick, keyboard 


Requirements: 
Sound Support: 


Controller: 


: Electronic Arts 
Street Price: 949.99 


Hard Drive Space: 11.5 Meg 


No. of Players: 


One or two players 


THE SOFTWARE ROLODEX 
Origin 


12940 Research Blvd. 
Austin, TX 78716 
(512) 335-5200 
Fax: (512) 331-9558 
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Fighting becomes a whole lot different (and possibly 
easier) if you turn your dashboard transparent. 


carrier and two Arrows, you must explore planets 
for minerals, setting up mines, shipyards and 
fortresses. Some planets will be suitable for all 
three, though most will simply not be worth the cost 
of a shipyard and fortress. Once the mines have 
been set up, you'll need to concentrate on shuttling 
ore resources between planets. Shipyards can pro- 
duce several different Confederation designs, from 
the Arrow and Phantom up through the Gladius and 
Wraith. If ever you need an extra ore transport, you 
can build those as well. Explore as many planets as 
possible, but watch out for the Kilrathi; they'll also 
want to have control of the resources in the sector, 
and their carrier is just as big and tough as yours. 

While the Gauntlet has been brought over from 
the original WC, you no longer get to select which 
ship you'll fly. Instead, you'll progress through the 
spectrum as opponents become better equipped. 
The Campaign mode is a string of twelve Armada 
missions, wherein you must overcome an ever- 
advancing Kilrathi enemy. 

While no major restructuring of the Wing 
Commander flight engine is in evidence, WC fans 
get a taste of what's to come in Wing Commander 
ll as far as the graphics go. The ships have much 
higher definition than previous releases of the 
engine. 


Ouch! A direct missile hit to the midsection of this 
Kilrathi carrier spells certain destruction. 


Interface * Playability * Graphics * Sound * Replay Value 
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Finally! Time to fry Kilrathi again! Such was the 
tenor of my thoughts before | played Armada 
extensively. Quickly, they downshifted through 
discontent into bitter disappointment. When | 
previewed the engine a few months ago, | 
assumed thé 6xtremely widimentary “strategy” 
game waS merely a hack to Make the build 
playable. UntOrtunately for WE Tans, the build 
was much more final than that. The “complet- 
ed” version is still overly Simplistié (hunt’r’kill), 
shallow (three Whole things to build!) and 
painfully easy to win (one Arrow for the 
escorts, one Gladius for the carrier). At harder 
levels, the computer just cheats on production. 
Finally, the gauntlet has been savaged by not 
allowing ship choice in one-player mode. Wait 
for the flagship WCIII, unless you need 
modem/network play now. -Kevin 
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2 92 6 692 CUCU 


Welcome to Wing Commander Lite! WC 
Armada is fun to play, sort of bouncy and 
upbeat, not at all like the dark, heavy, forbid- 
ding tones evinced by the original. Don’t take 
this as sarcasm; Armada is challenging, espe- 
cially at the"higher levels «MOwéVer, Origin has 
made some changes to the game that probably 
shouldn't Ravesbeen madé.whh¢ Gauntlet, that 
most appreciated area of'Academypnas had its 
ship choiee stripped; you Mow must fly whatev- 
er the Confederation gives you. While it’s prob- 
ably more “realistic” in that the military wouldn't 
give cadet pilots access to a Stealth bomber 
until they’ve proven themselves, they also 
wouldn't trust a pilot who hadn't tested the 
Stealth out in a simulator. The added strategic 
element of Armada is good, but the Al algo- 
rithms should be better. -Ted 
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It may come as no surprise to many gamers 
that Armada is little more than a prelude to 
WC3 as a means to test out the engine. It’s not 
the first time that this strategy has been used, 
but at least there should be enough there to 
make jitaugame™per sewiherevisea complete 
flight sim’ similar to WC2 that runs fine with 
some improvements to the @raphics. Other 
than that there ts not much @xeept for some 
basic plamétary exploration and domination 
additions that provide a morsel of purpose for 
you to ‘thew on. If yotfwant to prepare for 
WC3, play more WC2, unless you really can’t 
wait anymore to see what the folks at Origin 
have been up to. The graphics of the ships are 
much sharper and the explosions are spectac- 
ular. If you want to be teased, go out to a bar 
this weekend instead. -Tasos 


You Asked For It. 
e Did It. 


It’s your game on your terms. Hex-based, 
tactical, detailed. Sounds good. Looks even 


better. You know the rules. Time to play. 


The Future of Combat is Now. 


Features: 

* Tactical, turn-based hex wargame 

* Superb 256 color SUGA graphics 

* Full scenario builder & unit editor 

* 18 types of near-future military hardware 
* Modem play 

* | hex = 1 km (range) 

* 1 turn = § minutes 


* Fully animated movement & combat 


Impressions 


© 1994 Impressions Software Inc 
222 Third Street. Suite 0234 
Cambridge. Massachusetts 02142 
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Armoar 
Height 
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Full scenario builder and editor Pull up information on any class of units 


BUMP AND FLIP YOUR WAY 
INTO THE HIGH SCORE LIST. | 


TEST YOUR SKILLS ON EIGHT TABLES WITH THE KINDS OF 
SIGHTS AND SOUNDS THAT MADE PINBALL POPULAR. 


As a sequel to its second installment into the 
electronic pinball world, 21st Century creates eight 
more tables conveniently packed on one CD. 
Included are the same elements that made its pre- 
decessors successful with some new additions and 
enhancements. 

From the opening animations you'll see the bene- 
fits of the CD-ROM medium. Panning cameras 
revolve around to give a glimpse of what the tables 
might look like if they were in material form. Some 
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Bongos and wildcat growls fill the background with 
sound as you shoot for the high score in Safari. 


Pinball Arcade CD-ROM 
by 21st Century 


Game Summary 
Eight new tables are included in this CD- 
ROM sequel to Pinball Fantasy. Better 
graphics, sounds and music are some of the 
new features including an illustrated history 
of the modern game of pinball. 


Overall 8 a % 


286/20+, 570KB RAM, DOS 3.3+ 
1x CD-ROM Drive, VGA 
Most major sound cards 


Rating: 


Requirements: 
Sound Support: 


Keyboard or Mouse 
PC and compatibles 
Designed by: 21st Centu 
Distributed by: 21st Centur 
Retail Price: 049.95 


Controller: 
Available for: 


Hard Drive Space: 500 KB 


One player 


No. of Players: 


THE SOFTWARE ROLODEX 
21st Century Entertainment, Inc. 


P.O. Box 415 
Webster, N.Y. 14580 
(716) 872-1200 
Fax: (716) 872-1675 
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The Steel Wheels table gives you the opportunity to add 
cars to your train and increase the ticket price. 


of the table designs have more detailed artwork 
done up in more vibrant colors. 

Neptune will take you to the bottom of the oceans 
where mermaids play among dolphins and sharks. 
Hit all of the “Squid” drop-targets and you'll enable 
a bonus elsewhere on the table. The “Gold” drop- 
targets will enable the “Find Sunken Treasure” 
bonus on the Left Ramp to collect such items as a 
gold doubloon or a pearl necklace. 

Put on your pith helmet and grab your camera to 
enter the savage world of Safari. Bongos play in the 
background and natives respond when you accom- 
plish a goal. Shoot for the Left or Right Ramp to 
collect the Wildcat bonus. The Ball Trap can get 
you an extra ball that will light up the “Back on 
Safari” light to inform you of your success. 

Take to the skies in Stall Turn for some ariel acro- 
batics. Shooting the ball up the Sky Ramp will fix 
the flashing Altitude number. If you successfully 
reach an altitude of 12, you will enable the Dive 
feature and give you five million points if you shoot 
the Sky ramp within the given time period. 

As a bonus for serious pinball fans, there is an 
lllustrated History of Pinball included with the game. 
Get information on some of the most popular tables 
in the history of the modern pinball game, or find 
out about some of the prominent designers. 
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The Illustrated Pinball History addition lets you see the 
evolution of the game from its earliest stages. 
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sometimes you don’t want brainwrenching 
strategic puzzles, or rock'n'roll multimedia 
thunderstorms of drama (featuring the latest 
Hollywood second-stringers). Sometimes you 
want simple, solid action. That's what Pinball 
Arcade promi$es, and for the most part it deliv- 
ers. None Of the eight tables will keep you up 
late at night, Dutesome of them are difficult to 
walk awaystrom: Most, are Simple, and some 
are downright\spartan. But the Basics of pinball 
are here—ramps, Spinners and drop targets 
galore. The graphics aren't as sharp as | would 
have liked, and neither are the sound effects 
(the music is strong, however). This package 
does nothing to advance the art or computer 
pinball, and in fact is lagging behind in a few 
areas (no multiball capability); but as an occa- 
sional fling, it holds up. -Kevin 
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While | think that 21st Century’s last effort at 
pinball, Pinball Fantasy, had better tables, it’s 
hard to find fault in what Pinball Arcade sets 
out to do. The historical section is decent, but 
ignores more than a few of the truly classic 
tables (sueh aS*Bight BalleDelu&e, PinBot and 
Gorgon), While most of the°tables\are enter- 
taining, heresare a couplenthat ate virtually 
impossible to play due to their tabletop colors. 
Neptune is.this weird color of ur-blue, making it 
tough to distinguish ball trom background, 


_ while Safari is an eye-blinding shade of bright. 
yellow, making it hard to look at without losing 
_ your lunch. The graphics and music are excel- 


lent (par for 21st Century); the physics on 
some of the tables could stand a little work, 
though. Pinball Arcade is challenging and fun 
to play, despite its problems. -Ted 
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Although Pinball Fantasy did not have the 
same realism as can be found in some other 
pinball games, the bottom line is it was really. 
fun to play. Pinball Arcade is as well. However, 
of the eight tables, only half appear to have a 
new enginesasuis, evidentwdoyithe, greater detail 
in the graphics and a different ball reflex. Its 
predecessor had pretty good sound and PA 
does not Seem tO,improveamnueh on it, even 
though 'it$ coming off of a’CD. Worst of all are 
some of the table designs. Of thé eight, two 
were absolutely silly, aS there ts barely any- 
thing on the table to hit and the action is about 
as fast as bocce ball; three are not bad and the: 
others barely average. On a couple, especially 
Neptune, the artwork is so busy that it’s hard to 
see the ball. Conversely, the History section is 
a nice addition. -Tasos 


Bic . EAL 


Multimedia bundles December's Top Titles 


If you haven't already joined in the CD 
ROM explosion, now’s the time. We've put 


Aces of the Deep 
7 Across the Rhine 


together a very special offer just for you. AD&D Menzoberranzan 
We're offering our Multi- media Bundle in Armored Fist 
various configurations, one sure to meet Battlecruiser 3000 
your needs and satisfy your craving for BioForge 
Breach 3 

cs Ee Colonization CD 

The bundle starts with a Sony double as CD 
spin/double speed CD-ROM drive with iol - 
300kb/sec transfer rate, 320ms access time, Fortress of Dr. Radiaki 


and 64kb cache. Also included are a : FPS Football 95 
controller card. cabling. drivers. and four Harvester CD 


Extra Bonus! CD games. To that you can add sound and 46 Hell: A Cyberpunk Thriller CD 


Heroes of Might and Magic 


When purchasing either bundle, up to 24 more CD games. King’s Quest 7 CD 


Lords of Midnight 


add additional CD games from Multimedia Bundle A......... $1 98.00 Master of Magic 


¢ Sony CD ROM drive Master of Orion 


this list for only $19 each. ° SCSI controller card Mechwarrior 2 CD 
5 BY detest ca hites asian. dimers Metaltech: Battledrome 
Choose bundle games from this list only. All required caning, manuals, dry ers Nascar CD 


¢ Any 4 games from game bundle list 


5 Carmen Sandiego |_| Mad Dog McCree 2 | et es ee ' 

= Be ed cl eta |S eat Multimedia Bundle B........9296.00 Sapuaptinau rah 

j : e © r / We 
—]Doom Companion | Megarace Sony et ee drive —_ | $35 Perfect General 2 
| Doom Mania | Microcosm ¢ 16 bit stereo sound card, Sound Blaster Phantasmagoria CD 

—] Gabriel Knight | Quantum Gate Pro compatible, 16 bit/44.1 khz star Trek. DS9 CD 

| Goblins 1 _] Return to Zork ° Stereo speakers Sil ye 
_] Goblins 2 _} Seventh Guest eS Ce ee ee en a 

Gunship 2000 1 Sim Gity 2000 All required cabling, manuals, drivers Stonekeep CD 


1 Indiana Jones: Fate 1 TEX ¢ Any 4 games from game bundle list The Elder Scrolls: Daggerfall 
(_] Journeyman Project [_] Ultimate Domain Tie Fighter 

| King’s Quest 6 (] Whales & Dolphins Wing Commander 3 CD 

| Legend of Kyrandia Who Shot Johnny Rock Wings of Glory 

~] Mad Dog McCree -] World Circuit X-Com 


Send us $2 for our color catalog 
containing full descriptions and a entalog 
up-to-date pricing on the latest ; BB 1994 > 
and greatest titles for IBM and A : 
the Mac. Also comes with a $2 
off coupon. 


1=800=247-=5447 


ae 8 am- Midnight Eastern Time, Mon.-Sat. 
“U.S. Orders Only. 
International shipping based on weight. 


FIRST, THE TORTURE AND 
THEN THE BREEDING PENS. 


MAKE THE INVADERS A PART OF YOUR OWN ARMY AS 
YOU PROTECT A KINGDOM IN DOMINUS. 


The King of this dominion has long since tired of 
battling. He’s left protection of his kingdom and its 
resources to you, the Overlord; and that protection 
is needed now. Neighboring clans are invading the 
dominion, looting and raiding. The longer they are 
allowed to steal from you, the stronger they will 
become. You must be ruthless with them; they will 
answer no diplomatic concerns. 

But your are far from helpless. Four fearsome 
monsters act as your lieutenant generals, mar- 


S Intesfigence: 
“- (Magic Resist: 


WAMAMAAARARRAAAAMAMANAN LL 


Dozens of monsters fill your kennels; an unlimited 
amount can be bred from your stock. 


Dominus 
by U.S. Gold 


Game Summary 
Protect a vast kingdom against vicious 
raiding clans. Command vast monster forces 
to battle the invaders outright, prepare traps 
and interrogate the prisoners, or gather 
materials for powerful spells. 


Overall 7 gy, 


256 color VGA 

386 or better, 640k RAM 
Sound Blaster 

and compatibles 
Controller: Keyboard, Mouse 


Available for: PC and compatibles 


Requirements: 


Sound Support: 


U.S. Gold 
Retail Price: $54.95 


Hard Drive Space: 30 Meg 
No. of Players: One player 


THE SOFTWARE ROLODEX 


U.S. Gold 
303 Sacramento Street 
San Francisco, CA 94111 
(415) 693-0297 
(415) 693-0698 FAX 
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Battles on such open ground and against such weak 
foes will be rare, so relish this opportunity. 


shalling armies which are placed at your command. 
These armies will march against enemies of the 
land instantly, or perform sneakier operations like 
spying on the clans to see what they’re after. 

In addition to going toe-to-toe with the invaders, 
you can lay traps (up to 100) to damage or capture 
monsters from their armies. Captives can be inter- 
rogated for valuable information, or thrown into the 
breeding kennels to make your monster forces 
even stronger. Mix up to six monster types together 
and create the ubermonster to aid in the destruction 
of the clans. When all else fails, go into combat 
yourself in an action arcade mode and destroy the 
invaders with your vast magical powers and combat 
prowess, but don't let yourself be overwhelmed. 
Use your handy Dragon Chariot to whisk yourself to 
safety. But you'll never be too safe, since the 
invaders outnumber your troops 4 to 1. 

Dominus offers seven different difficulty levels to 
challenge all players from novices to experts. Every 
decision the player makes causes the enemies to 
react in different ways; thus, every game will 
progress differently. In addition, the resources that 
each invading clan is after, as well as the relations 
between the clans, is randomized for every game, 
so that the information gaining process is critical to 
every game. 


WARGING (1) 


Pinesding hordacs are 
i ros.ching Gour domnicn' 
» Ciake ercesrations for batts 


Your lieutenants will alert you when your attention is 
required in certain areas. 


Dominus is a game filled with fresh ideas and a 
good bit of promise. After you flip through the 
manual, you’ll be raring to try the various 
options it lists. Then, if you’re anything like me, 
you'll be frustrated in the first ten minutes. 

Dominus Combinesthe demands of a real-time 
Strategy game Win the AeCessity of making 
complex longerange plans, adm mixes them 
both with @ Slow an@ upwrelay interface. 

Consequently, while tryiAg.to usé SOme areas 
of the game that requi¥é deep inking, like 
interrogation or monster creation, you'll have to 
deal with the combat situation as well. As a 
turn-based or at least slower-paced game, 
Dominus would have been brilliant, given the 
robustness of the topic and play. But as it Is, 
sensory overload will collapse hopes of waging 
a successful strategic game. -Kevin 


interface * Playability * Graphics * Sound * Replay Value 


70 50 90 75 95 
This game sounds great on paper. 
Unfortunately, the action takes place at a rapid 
clip (having a slower machine doesn’t help) 
while you have to struggle through a very good- 
looking but incredibly ungainly interface. Even 


_ though} Was abie%to win athe tower difficulty 


levels, Nad nothing to do with any ingenuity 
on my part; Simply went about,a brute force 
application of traps and/monsters. 1 had very lit- 
tle time tof@ol with anything as complex as the 
spellmaker, even though the Spell descriptions 
are very well laid out. The monster maker is 
even worse, requiring you to juggle many vari- 
ables and monster attributes in your head to 
achieve the proper mix. The problem is that 
there is simply too much going on in the game 
while you're away to allow you the time to tinker 
with all the really neat stuff. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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Dominus is a lot like juggling a bunch of balls: 
you can drop one or two and leave them lying 
on the ground for a while and still Keep going, 
but when you reach down to pick them up, 
chances are you'll drop a couple more. There 
are four gem@nals that wilkre@ach under your 
arms and juggle SOme of them While you con- 
centrate Omothers, Dut eventually you'll have to 
do the whole act yourself. Sim¢é you can’t stop 
the action to také Gare ofa Couple matters, you 
find yourself Constantly scrambling from one 
location to another. Everrwhtfé-you’re in the 
process of creating spells, monsters or traps, 
the action continues. If it is not much of a strat- 
egy game then what is it? Frustrating. The idea 
and the graphics are good, they just aren't 
developed into what they should be since you 
never have the time to plan ahead. -Tasos 


COMPUTER 


and CD-ROM Entertainment 


CLUE #4 


“Take the special objects to 
the special place, describe 
them as worthless and lay 
them on the floor.” 


See the January issue of 
Cinescape for CLUE #5. 


Win a hauntin JT week in 
23cotland for twol 


he epic dungeon experience, Stonekeep is coming and it's offering the challenge of a life-time! Follow the clues 
to find the Secret Chamber and you could be on your way to Scotland! 


In the months of November, December and January, clues will be given that lead you through the mysterious passages of 
the lost city, Stonekeep. Correctly follow the clues each month in Cinescape and Computer Game Review magazines and 
you'll find the Secret Chamber of Stonekeep. Each magazine will have a different clue each month and both clues will be 
needed to reach that month's goal. Once inside the Secret Chamber. your efforts will be rewarded with a special treasure 
and you'll be given a Personalized Entry Code. Simply mail in the correct Entry Code and you have a chance to win one 
of the following incredible prizes: 


The Grand Prize (1) 

A week-long trip for two to Scotland where you'll spend two nights in the eerie Culzean Castle in Ayrshire and five 
nights at the Devonshire Hotel in Glasgow. This really Grand Prize includes round-trip coach airfare, lodging, one 
complimentary dinner, a rental car and Siooo spending money! (Estimated retail value $6,500) 


First Prize (1) 
A complete library of Interplay Software (IBM compatible), a rare Stonekeep Sweatshirt and a Stonekeep watch, 
(Estimated retail value $1,600) 


Second Prize (s) 
Five lucky second place winners will receive Stonekeep watches, (Estimated retail value $50) 


Bonus Gift (100) 
The first 100 entrants will receive Rebate Coupons good for Si0 off Interplay software. 


OFFICIAL RULES 
NO PURCHASE NECESSARY 
1. HOW TO PLAY: The object of the contest is to locate the hidden room and obtain the contest entry code located therein. Each month, starting on 
11/1/94 and for the next two months thereafter, in print advertising appearing in Cinescape and Computer Game Review magazines, two clues will be 
revealed (one in each publication) as to where the hidden room and entry code are located. Clues will also appear at participating software retailers. 
When you have collected all six clues and located the hidden room BY PLAYING THE STONEKEEP GAME, the entry code will be revealed to you. 


2. HOW TO ENTER: (1) Completely fill out the official entry blank (print only) or on a 3” x 5” card print your complete name, address, age, and tele- 
phone number and correctly complete the following sentence: 

“The Secret Entry Code is ." (2) Mail your completed entry to “STONEKEEP QUEST” PO. Box 8039 Grand Rapids, MN 55745-8039. All 
entries must be received by February 10, 1995. Mechanically reproduced entries are not eligible. Not responsible for printing errors, or for mutilated, 
late, lost, postage-due or misdirected mail. All entries become the property of Interplay Productions and will not be returned. 


If you would like to enter the sweepstakes without playing STONEKEEP you may request the answer no earlier than January 1, 1995 by sending a self- 
addressed, stamped envelope to: STONEKEEP QUEST Answers, P.0. Box 678, Sayreville, NJ 08871-0678. Residents of VT and WA may omit return 
postage. Requests must be received no later than January 13, 1995. 


For complete rules send a self-addressed, stamped envelope to: STONEKEEP QUEST Official Rules, P.O. Box 678, Sayreville, NJ 08871-0678. Residents 
of VT and WA may omit return postage. Void where prohibited. 


© 1994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 


Clues can also be found at your local software retailer. 
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EVIL FORCES MUST NOT GAIN 
THE POWER OF DREAMWEB. 


YOU ALONE HAVE BEEN CHOSEN TO STOP THE SEVEN WHO 
WANT TO TAKE THIS SACRED POWER FOR THEIR OWN. 


In a futuristic city, one power affects all of the 
people who live there. The Dreamweb has always 
been torn between good and evil in the subcon- 
scious of every person. Now, the Evil has grown 
too powerful and threatens to get rid of the good 
and control the Dreamweb for eternity. 

A man named Ryan has been having strange 
dreams about killings and murders. In the mean- 
time, a serial killer is terrorizing the city with the 
gruesome way he claims his victims. His name is 


= ocarrowe °° 
THE: DREAMMEE 


After each evil power you recover, you return to the 
Dreamweb to find out what to do next. 


DreamWeb 


by Empire 


Game Summary 
In a futuristic world, the power that affects 
all people is the DreamWeb. The evil forces 
are trying to kick out the good, and you must 
stop it by killing the people on Earth who are 


g p 


Overall 
386+, MS-DOS 3.0+ 


590K free RAM 
Sound Blaster 
and compatibles 
Controller: Mouse and Keyboard 


Available for: PC and compatibles 


Rating: 


Requirements: 


Sound Support: 


Retail Price: $59.9 
Hard Drive Space: 25 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 


Empire Interactive 
13220 Wisteria Dr. 
Bay N-2 
Germantown, MD 20874 
(301) 916-9302 
Fax: (301) 916-0437 
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- COCaT LON: : 
PEMTMOUSE SULT 


You have to react fast to get past these bodyquards in 
the penthouse suite of the rock star. 


the Dealer, and he leaves a playing card on the 
bodies of the women he kills. Is Ryan’s destiny to 
rid the city of the Dealer, or is it more. The number 
seven keeps repeating in his dreams as does the 
the symbol of a spider. 

In fact, there are seven people who have gath- 
ered in the city that holds the power of the 
Dreamweb to use it for evil purposes. The Dealer is 
only the first; there are six more. Most of them are 
men of influence and power, which will make it 
harder to get to them. But Ryan must try to save 
the Web and the all of the innocent lives. He is the 
Deliverer. 

To get an idea about the events that have led up 
to Ryan's revelation, a replication of his diary has 
been included. From then on, you will control him 
as he sets out to get the second. It is a rock star 
who is in town for a show. you must get into his 
hotel room and past his bodyguards to be success- 
ful. Then the power that he holds will released back 
into the Dreamweb. 

The perspective for the game is from above, and 
a magnification window will allow you to see things 
from close up. As you move the cursor around the 
main window, the same thing will appear in the 
magnification window in closer detail. From there, 
how you get to the evil powers is up to you. 


Keeper 
The keeper of the Dreamweb stands before 
you with his head bowed and his hands 
/ Nos clasped together in Front of him. His robe 
S hangs heavily from him and gou can 
> barely Make out a Face beneath the hood. 


% 


KERIT 


The Keeper of the Dreamweb will help you with your 
mission, but mostly it is up to you. 


Interface * Playability * Graphics * Sound * Replay Value 
88 94 56. 93 35 


This is the son of the text adventure. Fairly lin- 
ear plot, liberal use of the examine and use. . . 
with commands, the whole works. DreamWeb 
is like no game you've ever seen before. The 
plot moves like a sci-fantasy novel: the action 
unfolds Jik@ @ teMse and.dark moWie; the game 
play is tear and mean, with few frills other than 
the vis¢eral. And visceral is the Word to use; 
you'll feehas f youre Committing Murder. The 
top-down vigW May seém distant/On paper, but 
it allows a Unique and ‘powerful View of the 
world. This is the most atmospheric game I’ve 
come across in months: foreboding, gritty, and 
exhilarating. Play this late on stormy nights 
with the excellent soundtrack turned up loud. 
The game is too short, and a little too easy; its 
linearity might throw off some. But for pure rev- 
elry in the art of gaming, try this. -Kevin 


interface * Playability * Graphics * Sound « Replay Value 


84 89 so. of 25 


There are only a couple of things | think 
Dreamweb lacks. The first is puzzles; most of 
the things you need are laid out for you, mak- 
ing the game too simplistic. The second is 
playing time; you could sit down and have this 
game solved in @day. Since the replay value is 
low, this spells ‘trouble “Otherwise, the game is 
very playabdlesGoing to the opposite end of the 
scale isithé Games mood/and ambience. | 
haven't been this enthralled by the atmosphere 
of any game, period. The/music is near perfect; 
you'll want to play this one late at night when 
the creepies are closing you in: lights out, vol- 
ume up. The overhead perspective and zoom 
mode are unusual, but very effective. Although 
the graphics won't astound anyone, they are 
quite a bit better than I’ve seen in a lot of other 
games. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


a3 800 GY 15 


A dark and dreary setting that actually comes 
across as such. From the background music to 
the thunder and rain to the graphics in general, 
the mood of the setting is exactly what the 
story intends it to be. The way the game is bro- 
ken into separate parts worksewell, but makes 
it a bit easy since it doesnt take Very long to 
get to the wictims and Kill them. Likewise, the 
items you need to. get are overtly placed and 
there aré not that many of them. The interface 
and perspective work wellé The magnification 
window is especially a gréattdea for a graphic 
adventure, except it is not really needed since 
the objects stand out enough in the main win- 
dow. Nonetheless, DreamWeb draws the play-. 
er into its world as a good graphic adventure. 
should, and there are some nice surprises. It 
could make for a fun weekend. -Tasos 


Are you frustrated with your joystick cause it’s just not meeting the demands of your favorite PC games? Does it lack that extra thrust 


you need to overtake the enemy? Is it missing that pinpoint accuracy and superior control? Well, don’t get mad. Get LETHAL! 


The Lethal Series by QuickShot is a new line of quality game controllers for the IBM and compatible PC. With features like built-in 
throttle control, positive response fire buttons, and high-speed turbo-fire capability, the Lethal Series will meet your need for speed, 


accuracy, and control. So experience the difference with the Lethal Series. ~ Shown above: QS201 Super Warrior (left) and QS203 Avenger (right ) * 


QuickShot Technology, Inc. 47473 Seabridge Drive, Fremont, California 94538 Tel: 510-490-7968 Fax: 510-490-8370 


Star Trail 
by Sir-tech 


Game Summary 
The Realms of Arkania are in trouble 
again; those nasty Orcs are on the move. 
Build a new party or import old characters 
from Blade of Destiny and slug it out with the 
bad guys in this multi-character RPG. 


Overall 8 5% 


386 or faster, 4 Meg RAM 
VGA, CD-ROM 

Sound Blaster 

and compatibles 
Controller: Keyboard, Mouse 
Available for: PC and compatibles 


Designed by: Attic Entertainment Software 
Distributed by: Sir-tech Software 
Retail Price: >79.95/$69.9. D 


|___ Hard Drive Space: 24 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 


Sir-tech Software, Inc. 
P.O. Box 245 
Ogdensburg, NY 12669 
(800) 447-1230 
(315) 393-1525 


Rating: 


Requirements: 


Sound Support: 
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Fnoniiter 


Fight nasty beasts in turn-based mortal combat in a 
variety of locales. Watch spells and arrows fly. 


It's been several months now since the threat of 
the Orc invasion was turned aside by the combined 
efforts of a group of adventures and the powerful 
Blade of Destiny, Grimring. As the festivities die 
down, a hush has fallen over the peoples of the 
Realms of Arkania. The truce between the Dwarves 
and the Elves, sure to end centuries of hatred and 
bloodshed, has suddenly fallen apart at the 
eleventh hour due to a single incident. The 
Salamander Stone, a gem of particular power and 
value, has disappeared. Without it, Dwarf and Elf 
will Surely fall to bitter feuding again. Sensing 
potential weakness, the massive forces of the Orcs 
are poised to unleash a wave of bloodshed and ter- 
ror. The Salamander Stone must be found to 
ensure peace—but there are those who believe the 


THE Orcs 
ARE BACK 
FOR ANOTHER 


TRY AT THE 
WORLD. 


PROTECT ARKANIA FROM 
THE GREENSKINS AGAIN. 


Important NPCs have animation and voice sequences in 
the CD-ROM version of the game. 


stone could be put to better uses. . . 

Realms of Arkania: Star Trail is the second title in 
the Realms of Arkania fantasy role-playing trilogy, 
sequel to Blade of Destiny. The trilogy is based on 
the best-selling German pen-and-paper role-playing 
game Die Schwartze Auge. Star Trail is an 
improvement upon the engine in many places while 
retaining enough similarity that players familiar with 
the first game will have little difficulty using the new 
portions of the game. 

The party can be imported from Blade of Destiny 
or created anew in Star Trail. Six characters will be 
created to fill out the ranks of the party, chosen 
from twelve distinct character classes including 
Jester, Druid, Magician, Dwarf, Ice Elf and 
Thorwalian. The player may choose the basic 
method of creation and simply nominate a profes- 
sion, or select the advanced options and go toe-to- 
toe with Star Trail’s character statistics system 
(nearly 100 different statistics, skills and spells). 


wey * \ : ? fs i ef : Ke % 


When not in a town or dungeon, travel takes place on 
an overland map as the party chooses paths. 
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A diary is automatically kept of all pertinent detail. Use 
the search function to quickly locate specific facts. 

Once the party has been created, they are 
released into the starting town of Kvirasim. 
Movement in towns and dungeons is shown in a 3- 
D window as the party moves forward square by 
square. The viewing height changes based upon 
the physique of the lead character; the party can 
also look up or down. 

Powerful departures from the previous engine 
include an advanced automapping function. The 
map is an actual overview of the town; passing the 
cursor over the various buildings will note important 
features. The player can also enter up to 100 
memos per map directly on the map itself. Lost in 
town? Simply pop up the automap and select your 
destination; the party arrives there posthaste. Other 
significant changes include a no-penalty save 
option and an expanded NPC interaction interface. 
Characters can acquire special NPCs who will 
accompany the party. 

Another important new feature is the diary of Star 
Trail. Each important plot-related tidbit of info is 
automatically included in the diary; players can also 
choose to input any info into the diary with the 
press of a button. The diary contains a search and 
print feature to make digesting the volume of infor- 
mation much easier. 

When combat occurs, an isometric map of the 
site appears overlaid with squares. Each character 
and enemy is shown and moved in a turn-based 
phased combat system. Spells and arrows are 
seen in flight; characters swing their weapons and 
fall wounded. For players who are unwilling to 
invest much time and energy into this painstaking 
method of conflict resolution, the computer can take 
over individual characters or the entire party as the 
player watches; or, the conflict can be resolved 
quickly in an abstract fashion. 


the One thea Name 


In dungeons and towns, the player navigates in a famil- 
lar square-based 3-D environment. 


|was a ier of BoD, but was the first to scl it 


had problems. ST follows in those footsteps 
almost precisely; | love it in spite of its failings. 
| love detailed RPGs, and no other computer 
product captures the feeling or essence of a 
Unfortunately, the feeling capturedeis of 
game run by an occasionally boring, fut 
impartial GM. Your characters can 
overwhelmingly hopeless fights, or want 
days without seeing a soul. There’§ MO, 
for pleading as you watch a character die 
tetanus days from decent medical help. This is 
the reality of a RPG overlaid on stark realism. 
While | spend much of my time railing about 
the lack of good multi-character, turn-based 
tactical combat RPGs, this one overwhelms 
me at times with the enormous amount of 


role-playing game like Realms of Arkania. 


~ Playability ° 
82 


Realms of Arkania: Star Trail is a good game, 
but not one | am completely sold on. The sto- 
ryline is rich, though, and will hopefully bear 
fruit for Sir-tech. The graphics are very good 
and the sound is excellent. | like the automap- 
ping feature a lot. | disagree with the 


son perspective for traveling in 


—— 


since you never run into anyone while out,on 


the street, what's the point? Since this per 
spective doesn’t carry over to traveling olts 

of towns, you are only treated to mess 
about happenings in your general sur 
ings (“You hear a cry,” etc.); this, too, disap- 
pointed me. Manual character generation 
takes far too long; | spent the better part of two 
hours making up a party of six that were worth 


a anything. The battle screen is alright, decent 


interface and all that, but it's the one area 


face + Playability - 


“900. 


The best summation of the game as a whole 


might come from the manual. Of the seventy 
pages, The appendices start on page thirty- 
three and occupy over two-thirds of the entire 
document. They contain information about cre- 
ating characters, their classes and ski 
well as other information about the D 
the world of Arkania and different 
sons and diseases. What this exe 
that the game is fairly easy to leart 
play, but there is a lot of depth and detai 
the environment. Having a good comme 

over the actions of your party are as essential 
as understanding the world that they live in. 
You can ask for a miracle from your god or 
make a donation at a temple. There are many 
more powers then just brawn and you must 
understand how to use them efficiently and 


Sree 
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detail. While they’ve included a basic level for 
those people frightened off by complexity, it’s too 
basic, and the advanced is too advanced for most. 
A middle ground is needed. Though | love the type 
of combat being presented here, | don’t like the 
feel of this version. The square-based movement 
G6 1S 100 limiting, and combat is far too deadly 
ame (unless restoring every ten min- 
idea of fun). Deadly combat and 
detail must be tempered with a merci- 
evolent hand, as well as a willingness 

110 the chase occasionally (I know; I’ve GMed 
Rolemaster for years). The automap function is 
breathtaking, while the diary is merely nice. ST will 
provide hours upon hours of entertainment for 
dedicated lovers of this fading genre of RPGs— 
emphasis on dedicated. One question: why docu- 
ment copy protection with a CD? -Kevin 


whats | felt let down by the arate Since 7 
sometimes play RPGs with the attitude that I’m the. 
biggest kid on the block, gratuitous death scenes 
are appreciated. ROA:ST gave me none. The one 
technical detail | had a problem with was the 
mouse interface; the pointer sticks in place a lot 
e 2 accessing menus. Back in the real 
ways trust that the manual will give 
| information. As an example, | cite 
ion of the Mutabili spell: “The spell 
ys and requires lots of different ingredi- 
‘h can only be found in well-equipped lab- 
oratories. Pity there are none in the Northlands of 
Arkania.” Okay, but what the heck does it do? If it 
has any use in the game, shouldn't that be spelled 
out? And if it has no use whatsoever, why did they 
bother to include it in the manual? It’s a nice try, 
but not my cup of tea. -Ted 


So 


Aiaeiieele Gedy you ibadle to Sindaksiand the 
power of herbs, they are often available as you 
travel through the wilderness and you can collect 
them as you go. Character attributes are simply 
assigned a numeric value, but there are over fifty 
of them. If all this seems like more than you can 
n want to, you can switch from 
Novice level and let the computer 
ng by letting all of the finer points work 
kground. Combat is pretty involved also 
character has a certain amount of move- 
oints, and it is up to you to command them 
how to use them all. But again, the computer can 
take over for all of the characters or just the ones 
you want. In conclusion, the game can be enter- 
taining for novice RPG players, but has enough 
depth to appeal to players who demand that much 
involvement. -Tasos 
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EXPERIENCE THE MOST HEARTWARMINGLY HUMOROUS CINEMATIC ADVENTURE EVER. CREATOR 
ROBERTA WILLIAMS PRESENTS THE SEVENTH CHAPTER IN THE BEST-SELLING COMPUTER ADVENTURE 
SERIES OF ALL TIME: KING'S QUEST® VII: THE PRINCELESS BRIDE. JOIN PRINCESS ROSELLA AND 
HER MOTHER VALANICE AS THEY BATTLE THE EVIL ENCHANTRESS MALICIA FOR THE SURVIVAL OF 
THE MAGICAL REALM OF ELDRITCH. DON'T MISS THIS BREATHTAKINGLY BEAUTIFUL EPIC ADVENTURE 
FOR THE WHOLE FAMILY. FOR YOUR COPY, SEE YOUR LOCAL DEALER OR CALL: | 800-757-7707. 


y 


FUMBLING BLINDLY OUT INTO 


THE UNIVERSE. 


IT’S ONLY A MOTION AWAY WITH MERrIT’S LATEST ENTRY, 


REUNION. 


By 2048, the Earth’s biosphere was heavily dam- 
aged. The holes in the ozone layers had become 
immense, exposing people to dangerous levels of 
radiation. The United Nations had to step in to save 
the environment, and by the end of the 21st century 
had started the healing process. Soon after, an 
ozone replacement had been discovered; this tech- 
nological revolution allowed mankind to refocus its 
energies, and, from the years 2109 to 2502, the 
Earth was conflict-free. As a result, technological 
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This is Joel. Welcome to the Satellite of Love, every- 
body! Now, for our invention exchange today... 


Reunion 
by Merit Software 


Game Summary 
As leader of the New Earth colony, you 
must reunite New Earth and Earth after hav- 
ing had no contact for over three hundred 
years. Build colonies, fight aliens and expand 


Overall 
386, 2MB RAM, VGA, 


-_ DOS5 

Sound Blaster Pro/2, AdLib 

Gravis Ultrasound 

Mouse/keyboard 

PC and compatibles 

Designed by: Grandslam 

Distributed by: Merit Software 

Retail Price: $59.95 
Hard Drive Space: : 23 Meg, CD: 0 Me 


Rating: 


Requirements: 
Sound Support: 


Controller: 
Available for: 


THE SOFTWARE ROLODEX 
Merit Software 


13707 Gamma Road 
Dallas, TX 75244 
(800) 238-4277 / (214) 385-2353 
Fax: (214) 385-8205 
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You'll return time and time again to the Command 
Center. 


innovation blossomed, and the warp engine was 
invented in 2563. Twelve years later, two explo- 
ration ships were launched to find suitable planets 
for colonization. One of them was presumably lost 
with all hands, while the other located several habit- 
able planets and returned safely. Once refitted at 
Space dock, it was again sent out in 2615. In 2616, 
the human race experienced the call of the 
Wehrmacht again. The remaining exploration ship 
was given emergency launch orders by the UN. 
Due to the poor timing of the launch, the launch 
window took the ship through an asteroid field; the 
warp generators were damaged. Arriving at its des- 
tination five years later, the stress of deceleration 
caused the warp generators to explode. The crew 
escaped in the emergency life pods, but most did 
not make it to New Earth. 

It is now 2927. Three hundred years after the sur- 
vivors landed on New Earth, the colony there is a 
Stable and thriving community. You have been 
elected President, and your tasks are three: supply 
comfortable living conditions for your people, pro- 
tect them from invasion, and do not tax them undu- 
ly. Your prime focus, however, is to be the reunion 
of New Earth and Earth. There has been no contact 
since the colony vessel was launched. And what 
happened to the first exploration ship?... 


Designing your colonies will require forethought, time, 
and money. 


Interface + Playability * Graphics * Sound * Repiay Value 


59 40 81 76 45 


Reunion is the archetypal European game: 

innovative, imaginative, almost impossible to 
actually play. I’m starting a charity fund to send 
all European designers to Interface School. 

Reunion is a lengthy space builder/exploration 
game, plaéing latge emphasis On the research 
of new technology. Even larger emphasis, 

however, 1S placed on the plaemhaving to fig- 
ure out Ow t6 Userall ine NeW technology; not 
operationally, mind you, But in trying to figure: 
out how the game wants something used. Your 
scientists have a knack for Inventing a new 
device some time before they come up with a 
delivery device for it, causing lots of frustration. 

If you can deal with this sort of thing, then 
Reunion can offer a very satisfying sci-fi game; 
but | personally want the author of the manual 
hunted down and slain. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
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This game is really, really good, and the manu- 
al really, really sucks. There is only a bare 
bones description of the various functions, and 
it goes into no detail whatsoever about how to 
accomplish a lot of vital actions (how to launch 
a satellit® tOmexploresothereworlds, for 
instanee). While | was! able’tofigure it out, it 
took me about four hours to get the hang of 
things, When, with a weill-writtem manual, it 
should have taken me about twenty minutes. | 
But enough about that. The game is essentially 
a builder, operating at both the colony level 
and the universal level. It requires quite a bit of 
time to play; because | like this type of game, | 
thought it was well worth the price, despite the 
problems with the manual. The rather limited 
sound support is also a strike against the 


game. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
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With a large universe and more than enough 
planets to explore, Reunion can get pretty 
involved and the interface unfortunately is not 
very supportive. There is not much of a prob- 
lem getting around to the different screens, 
and they’ resorganized wellkeliesdifficulty lies in 
the amount of efforn you have to put into doing 
a lot of Menial jobs. The commanders will 
assist, but NOt enough to make your job very 
easy. Conversely, the,screens alternate at a 
quick rate So it doesn’t take up a lot of time 
getting fron place to placé- “But there are not 
enough areas that consolidate certain informa- 
tion for all of your colonies, etc. Nonetheless, 
the encounters with different alien races and 
just the fun of exploration makes Reunion 
entertaining. The trip to Earth and what you 
find on the way is the most fun. -Tasos 
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Each game comes in a 


permanent Storage Case! 


Collect all the (Hottest 
titles from the industry's 


top authors! 


and includes a bonus 


trading card. 


FOR INFORMATION CALL 1800 875 9099. FAX: (510) 649 2921 
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WaRrRNING! WICKED COURT 
JESTER ON THE LOOSE. 


MALCOLM IS BACK AND HE’S LOOKING TO AVENGE HIS 
IMPRISONMENT INSIDE AN UGLY STONE STATUE. 


In Kyrandia Book One, 
. | you played Brandon as he 
” | get out to stop the mischief 
that the wicked court jester 
Malcom was trying to 
spread. The King and 
Queen were dead and 
Malcom was the prime suspect. To capture 
Malcolm, Brandon had to solve a number of puz- 
zles. Malcolm did everything he could to make it 


The graphics and animations use some of the latest 
technology available in the industry today. 


Malcom ’‘s Revenge 
by Westwood Studios 


Game Summary 
Malcolm has finally broke out after he was 
turned to stone by Prince Brandon for being 
accused of murdering the King and Queen. 
It's his turn for vindication and to get even 


with Brandon. 
Rating: 91 To 


Overall 
Requirements: 386+ 


2x CD-ROM Drive 


Sound Support: All Major Sound Cards 


Controller: Mouse 
Available for: PC and compatibles 


Westwood Studios 


: Virgin Interactive 
Retail Price: $59.95 


Hard Drive Space: 6 Meg 


No. of Players:: One player 


THE SOFTWARE ROLODEX 
Virgin Interactive Entertainment 


18061 Fitch Avenue 
Irvine, CA 92714 
(714) 833-8710 

Fax: (714) 833-8717 
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from side to side. 


harder on the young lad, but Brandon proved his 
right to the throne. As punishment, he encased 
Malcolm in stone and set him in the garbage dump. 
But Malcolm would not go down that easy. 

In Kyrandia Book Three it is time to hear 
Malcolm’s side. After his escape, you must guide 
him around Kyrandia using various disguises to 
accomplish small tasks. If he’s noticed, he could be 
reported to Brandon and imprisoned once again. 
Malcolm has always had this thing for squirrels and 
even learned how to hypnotize them. By doing so 
and putting it on his head, the squirrel can act as a 
hat so he will not be so easily noticed. 

Malcolm will have to travel to the Ends of the 
World and even into the Underworld. On certain 
occations you'll have to change Malcom’s “mood.” 
By setting it on Nice, he will try to sweet talk his 
way into something. The Normal setting will keep 
him like his usual nasty self. The Lying setting will 
cause Malcolm to fib his way through anything. 

Malcolm’s Revenge surpasses its predecessors 
with stunning graphics rendered in 3D Studio. A 
Studio audience laugh track will play when Malcolm 
makes a particularly humorous comment. lf the 
Speech is too slow, turn on the helium and every- 
one will be talking a couple of pitches higher. These 
settings can be turned on or off, as you like. 


Wonderful! My Nut-On-A-String! _ 


icoin’s/Abar tren tinal 


Malcolm was lucky to find his Nut-On-A-String. It will 
come in handy throughout the rest of the adventure. 


Interface * Playability * Graphics * Sound * Replay Value 
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Wow! A graphic adventure that | actually like! | 
did not like the earlier Kyrandia efforts for 
much the same reasons that | dislike most 
graphic adventures: linear plots, hunt for the 
hot spot engines, etc. K3 is the sharpest 
graphic @@ventuke to arave in Many a moon. 
The plotline is aggressively non*inéar; no two 
games need bealike. The graphics are breath- 
taking inplaces, and clear alwayS. Some time 
is lost while¢the CD loadssdata “Out compara- 
tively little¢ amd the voic@§ are worth the time 
spent. While points exist, they’re all in the form 
of bonus points, existing really just for the 
chuckles. Best of all, you play the bad guy, 
maligned and dishonored. K3 suffers from an 
oversimplistic (and thus inaccurate) control 
scheme, but this may only aid its broad 
accessability to newcomers. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
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What this game lacks in rapid disk access, It 
more than makes up for in the sheer intelli- 
gence of its puzzles. They’re definitely not for 
the MTV crowd, being far too cerebral. You 
have to range far and wide for the pieces to 
each puzzle, afithit helosdo*have.a fair amount 
of intuition about Now fhe Kyrandia universe: 
might Operate. The graphics are good (though, 


as | mentioned, access time's slow, even on a 


double-speed CD-ROM)sand the music is first- 
rate. The digitized speeth 1S also good, though 
sometimes annoying. Bonus points are award- 
ed for the thought and humor that went into the 
custom controls. My main complaint, and it’s 
not much of one, is the pop-up “bad con- 
science”: he’s annoying, and | wish the pro- 
grammer’s had thought to add a custom con- 
trol to turn him off. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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K3 offers an interesting perspective that is so 
often overlooked in games, namely, the side of 
the villain. But since Malcolm is such an inter- 
esting villain he deserves his own game. The 
graphics and animations are top-notch as are 
the speech andisounds. Tere,is a studio audi- 
ence option that plays ataugh track when a 
witty comment is made or Something humor- 
ous happens in general. It adds an interesting 
dimension to a Story bookffairy tale setting. 
Like the other Ayrandia gamé@s, the combina- 
tions of the Objects you findate very bizarre 
and take some twisted thinking to solve, some- 
times a little too twisted. There is nothing more 
frustrating then having to resort to trial and 
error. But the plot is non-linear to a surprising 
degree which makes for a much more interest- 
ing adventure. -Tasos 
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wunting SGUD sites during Operation Desert Storm, or (Gene a 

sel flight into North Vietnam. Dive your F-86 Sabres out of the 
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Reins t the advance into West Germany! FLIGHT COMMANDER's Scenario” 
Generator lets you dictate opponents, level of difficulty, and time periods from 
€ Korean War to the Adi. ah and beyond! Choose from 5 different campaigns 


: ; é : , ee: ss : 
i |The Avalon Hill 2 eRe ce THT | ~ Available on: PC Compatibles, 386 or better with Microsoft Windows™, 4MB of ul 
| Game Company te Wiki ee ____ 3.5” High Density Floppy, Hard Disk Drive, Mouse, VGA or SVGA color graphics. Sound 


DIVISION OF MONARCH AVALON, INC. | ; *SOFTURRE TE" = ___ Support for Sound Blaster AW32, Sound Blaster 16, Sound Blaster Pro and 


Harford Road ¢ Baltimore, MD 21 gy ______ Compatibles, Pro Audio Spectrum and Roland. Also available on Macintosh with 4MB 
4517 . — : oe ee pee of RAM, and A Hard Disk Drive. 


Flight Commander 2 can be found i — compt z er me stores near | 


YOU WILL NEVER LOSE 


ANOTHER PIECE AGAIN. 


SOLVE JIGSAW PUZZLES WITH JIGSOFT WITHOUT HAVING 
TO HUNT FOR THAT LAST PIECE UNDER THE COFFEE TABLE. 


Jigsaw puzzles are lots of fun, but it can be frus- 
trating to spend an entire day painstakingly fitting 
together several thousand pieces only to find that 
the one last piece of the sky has fallen under the 
couch. Worse yet is realizing that a piece is missing 
entirely, So you can never have a completed puz- 
Zle. Eclectek has taken that problem in stride with 
the creation of JigSoft. Now you can solve jigsaw 
puzzles whenever you want without ever losing a 
piece and without ee ie all of the space on the 


Use one of the handy work areas to separate out the 
specific pieces you want to work on. 


JigSoft 
by Eclectek 


Game Summary 


Solve jigsaw puzzles of three different lev- 
els of difficulty. Import your own pictures to 
add some variety to the images included. 
Create your own puzzle cuts to make your 


Overall 
Windows, 4Meg RAM, VGA, 


256 colors 
Sound Blaster 


Rating: 


Requirements: 
Sound Support: 


Controller: , Mouse 
Available for: PC and compatibles 


Designed by: Eclectek 
Distributed by: Eclectek 
Retail Price: 934.95 
Hard Drive Space: 2 Meg 
No. of Players: One player 
THE SOFTWARE ROLODEX 
Eclectek 


2101 West 10th Avenue 
Eugene, OR 97402-2736 
1-800-344-9799 
Fax--Not available 
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Import any picture in nearly all of the standard graphic 
formats. Cut up Mom and piece her back together. 


coffee table for a couple of days. 

In addition to the art supplied with the product, 
you can import a number of file types into JigSoft to 
have them turned into puzzles. Solving is as easy 
as dragging the pieces to the right spot on the 
board. To rotate them, simply right click. To help 
you keep the picture straight, you can use two addi- 
tional work areas to try to complete certain sections 
of the puzzle without worrying about the clutter of 
the other pieces. You also have the final picture 
handy to help you keep track of what goes where. 

lf the puzzles supplied aren't tricky enough, you 
can create your own customized cuts. Divide the 
picture into as many as 15x15 pieces or as few as 
two by two. 

Depending on the level of difficulty you select, 
you can have a simple puzzle that will take under a 
minute or a difficult task that will take much of your 
afternoon. You can customize much of how the 
pieces are laid out for each of the different levels of 
difficulty. While you don’t have the actual pieces in 
your hands, you do have a number of useful tools 
to use. The magnifying glass will give you a good 
look at the pieces, for instance. Other tools let you 
move from the main area to the work areas and 
clear the solving area to give you a clean slate to 
work with. 


File Puzzle Skill View Organize Options Help 


If you aren't happy with the puzzle cuts you get, you 
can create your own. 


[ hours. T 
are nice, 


This is one of those situations where | never 
even considered the possibility for a computeri- 
zation of something. Not only has Eclectek’ 
made an innovative product, that product has. 
also included just about all the amenities [ 


as some | 
igsaw puz- | 
efore more | 
here else 
en a nice| 
ystem it | 


would about. 


wouldn't have been hard to throw ina few! 
tunes. But then again, I’d probably shut them 
off after a few minutes. Jigsaw puzzle fans| 
should run, not walk, to the nearest opportunity | 
to try out this product. It'll do more to savage | 
your productivity than anything since Windows | 

-Kevin | 


itself was introduced. 


 |'m not certain if there are any other jigsaw 
_ games out on the market, but from what I’ve 
seen of JigSoft, you can toss all the others. . 


While the game won’t get your heart pounding 


L or sweat dripping from your brow, it’s a more. 


aspect of this. 
t the pieces to| 
m under the 
refrigerator. The game is superbly designed; 
knowing that colors in pictures may blend into | 
the background (making the edges hard to. 
see), the developers added the ability to) 
change colors simply. The separate work 
areas are also appreciated, since you can work | 
the edge without all the clutter. -Ted 


Jigsaw puzzles are a lot of fun to do, and| 
JigSoft takes some of the frustration out of| 
doing them. For one thing, you can’t ever lose. 
a piece, and the other is that you don’t need. 
sufficient table space that will be occupied for’ 
port your own| 


yoursel ork areas. 
make o easy and. 
putting bY options 


the work aré ly help. and drag of. 
the pieces were not always quickly responsive, | 

but that could be a hardware problem. Other 
than that, it is obvious that a lot of thought went | 
into this piece of quality software. A 3-D puzzle | 
addition would really be interesting, but JigSoft! 


is definitely worth a look. — -Tasos | 
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ESCAPE FROM QUARANTINED 


Kemo CITY. 


YOU’RE JUST AN HONEST, HARD-WORKING BUSINESS MAN 


TRYING TO MAKE A BUCK FOR THAT NEW Widow Maker. 


It's not bad enough that you have to make a living 
as a cab driver. Having to do it in some futuristic 
city where there are practically no laws and the guy 
with the biggest guns usually has the right of way 
Sure doesn't make it any better. At least you can 
get away with charging high fares, especially when 
you consider the creeps you have to pick up. Most 
of them don’t even know where they want to go. 
They get in the cab and say, “Just take me for a 
ride please. Tee-Hee.” What's this Tee-Hee crap. 


“Driver, do you mind taking a long stroll through the 
park? It's so lovely.” 


Quarantine 
by Gametek 


Game Summary 
As a 21st Century cab driver desperate to 
escape from the Quarantined city of Kemo, 
you must pick up passengers to raise money 
for repairs, better weapons and ammunition. 


Overall 


85% 


Rating: 
Requirements: 286+, 4MB RAM 
CD-ROM Drive 

Sound Blaster and compatibles 
Gravis Ultra Sound 

Joystick or Keyboard 


Sound Support: 


Controller: 


Available for: PC and compatibles 


Designed by: Gametek 


Distributed by: Gametek 
Retail Price: $59.99-69.99 
Hard Drive Space: 13 Meg 
No. of Players: One player 


THE SOFTWARE IROLODEX 
Gametek 
2999 NE 191st Street 
Suite 500 
Aventura, FL 33180 
(800) 927-GAME 
Fax: (305) 932-8651 
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The sights down at the Wharf are not for the faint of 
heart or stomach. 


Are you a cab driver or a character from some 
stinkin’ Richie Rich comic? But, hey, that’s why you 
had that Eject button installed. 

So what brought Kemo City, the jewel of the West 
and the hovercab capital of the world, to its present 
condition? Like any metropolis, Kemo City’s crime 
problem began to grow to the point that it became 
to expensive to deal with it through normal law 
enforcement. A mega corporation called Omnicorp 
came in with a proposal that it could clean up the 
city and it’s crime problem. A large wall was con- 
structed around the city to keep everyone “protect- 
ed.” Eventually, omnicorp began to send violent 
criminals in to be treated by a drug in the water 
supply that was supposed to remove any criminal 
thoughts from the peoples minds. Unfortunately, 
the drug didn’t work as planned; instead it caused 
violent psychopathic tendencies. 

As Drake Edgewater in your modified ‘52 
Checker Hovercab, you want out. To do it your 
going to need fire power and to get fire power 
you're going to need money. You must drive 
around Kemo City trying to pick up passengers and 
then entering the Weapons King to purchase his 
goods. 

Quarantine supports the ThrustMaster Steering 
Wheel and a floppy disk version will be available. 


Se hen Soh 


Your Hovercab comes with everything you'll need: fare 
meter, compass, radar finder and a machine gun. 


interface * Playability * Graphics + Sound « Replay Value 
61 73 81 76 68 


Quarantine as a concept mines the very rich 
vein of frustration inherent in driving a car near 
other idiots. Often, riding home with Ted, !'ll 
ask him why he hasn't had guns installed yet, 
despite my many demands for high-grade fire- 
power. Thais 1S @very visGefal game, with the 
screams and bloody crunches of pedestrians 
constantly @ehOing in youre@ars. It’s not all 
dropping passengers off and Blowing away 
creeps; a plot eventuallyiemerges.Quarantine’s 
biggest falling li@S in control-ever try to steer 
a car with arrow keys? Driving into garages 
requires more precision than parallel parking. 
Navigation is also very tough, given the small 
angle and range of vision, plus cramped city 
streets bereft of landmarks. Quarantine may 
rev your engines for a bit, but you'll eventually 
lose interest. -Kevin 


7 interface « Playability * Graphics * Sound « Replay Value 


80 76 90° 85 


Driving home at rush hour, I’ve often wished to 
be living a fantasy life where all others were 
cannon fodder for the incredible array of fire- 
power on my car. Quarantine lets me take out 
my frustrations in that way, but adds its own 
level of feiistration in its method of control. 
Taso and | tried to set upane ThrustMaster dri- 
ving wheelspedal combo (whieh the game 
offers aS an Option, for Control)"Hut to no avail. 
The keyboard commands, "whe simple and 
straightforward, are tough to find when you're 
in the heat of battle. You have to be on a par 
with God to achieve the degree of accuracy 
needed to get into the repair and weapons 
centers. The lack of a wider field of view was 
also frustrating. The graphics, however, are 
quite good and the music for the game is its 
high point. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
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Although you won't get points for running down 
pedestrians, it sure is a lot of fun. This is dri- 
ving like most highway commuters would like 
to have it: fast and furious. The problem of 
course is that most of our cars are not as 
durable asethese Hovercabs(butethey could 
be). The graphics in Quarantine are lightning 
fast and the.sounds are good enough. There 
are plenty Of devices to helpsyou navigate your 
way through the city, but thé map lacks a bit 
too much @étail. Sure it$ electronic, but I'd 
rather stop atthe gas station and buy a paper 
one. The city is dark and dreary—maybe too 
dark since it can be hard to see. The control 
takes a little getting used to, but after you do 
i's easy. There are some graphics bugs that 
will pop up when you're caught between anoth- 
er car and a wall, but nothing fatal. -Tasos 
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Your weapons: Five bombs, hover grenades 
and a really big gun. 


Bi 


Run, jump and blast your way 
through 17 deadly levels. 
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Hang around with goblins, 
mutants and other lethal lifeforms. 


™ Interplay Productions 
eH 17922 Fitch Avenue 
‘ Irvine, CA 92714 


(714) 553-6678 


BIZARD 


ENTERTAINMENT 


©1994 Interplay Productions, and Blizzard Entertainment. 


BY GAMERS. FOR GAMERS. Blackthorne is a trademark of Interplay Productions. All rights reserved. 
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BEWARE THE POWER OF THE 
INDIAN NAVY... 


Protect U.S. INTERESTS IN AND AROUND THE INDIAN 


The Indian Ocean is of vital strategic importance 
to the United States. The Persian Gulf and the Gulf 
of Oman lie just off it, granting access to the richest 
oil fields on earth. The U.S. Navy’s Fifth Fleet is 
charged with protecting vital U.S. interests in the 
area, and that job isn’t easy. The Strait of Hormuz 
that connects the Persian Gulf to the Indian ocean 
is in easy range of Iranian missiles and mines. 
Down that strait flows merchant shipping carrying 
75 percent of all of Japan’s oil, 60 percent of 


Receive combat results at the end of each phase 
detailing the fate of each plane or missile. 


5th Fleet 
by Avalon Hill 


Game Summary 
Protect vital U.S. interests in the Indian 
Ocean/Persian Gulf region against a variety 
of small aggressors and a magically reconsti- 
tuted Russian fleet in a turn-based strategic 


naval wargame. 
81% 


Overall 
386 or higher 


4 Meg RAM, VGA 
Sound Blaster 

and compatibles 
Mouse, Keyboard 

PC and compatibles 
Stanley and Associates 
Avalon Hill 


Requirements: 
Sound Support: 


Controller: 
Available for: 


Street Price: 


Hard Drive Space: 11 Mea 


No. of Players: 


THE SOFTWARE IRROLODEX 
Avalon Hill 
4517 Hartford Road 
Baltimore, MD 21214-3192 
(410) 254-9200 
(410) 254-0991 


1 player (2 with e-mail) 
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Most play occurs in the operations view. Move units 
across the grid with a simple click and drag. 


European oil and 15 percent of U.S. oil, making all 
potential hostile activity here enormously critical to 
the economy. Also, the U.S. fleet must operate out 
of a single base 12,000 miles from friendly territory, 
making it an area where Third World nations actual- 
ly stand a chance at operationally defeating the 
U.S. Navy. 

5th Fleet, based on the boardgame of the same 
name, focuses on the strategic challenges of mod- 
ern naval warfare in this region, pitting the USN and 
allies against elements of the Russian’s still-power- 
ful fleet or local threats presented from hostile 
nations. Play progresses in opposing turns, as each 
player selects which element of his fleet (air, sea, 
Submarine) acts. When combat arises between 
opposing forces, the player assigns munitions to 
various targets, such as deciding to send all mis- 
siles at the enemy carrier rather than at the frigates. 
Turns are eight hours long; thus the player takes 
the role of the CINC for the theatre, assigning prior- 
ities rather than worrying about each and every air- 
plane in a carrier wing. Strategic realism is the key, 
as all modern operational units of various nationali- 
ties are modeled within the game. 

Twelve scenarios of varying length and complexi- 
ty are included, as well as an option for contacting 
another player through modem or e-mail. 


Assign attacks against your choice of the enemy fleet 
from the combat screen. 


interface « Playability * Graphics * Sound * Replay Value 


fas, 86 So. fe 69 


5F is sort of a Harpoon Lite, modern naval. 
combat for those who are frightened off by 
Harpoon’s complexity. The tradeoff, however, 
is an impersonal and mechanical view of war. 
There’s a strong strategic feel to portions of the 
game, and t@ action, progeeds in bold, strong 
strokes. Unfortunately, theré are some prob- 
lems in the HOWm6t tHe gamé, thitiative is ran- 
dom on a phase#6 phase bdgis; it’s possible to 
lose an eAtre task force witheut a chance to 
retaliate, AMG Senarios cam begin with the 
player losing critical forces that have no 
chance to put up defenses. The random setup! 
in the scenarios keeps them fresh, but all in all 
there’s not enough here to satisfy a serious 
wargamer. Newcomers and less pretentious 
gamers may well enjoy the clarity and decisive- 
ness of the action, however. -Kevin 


interface * Playability * Graphics * Sound * Replay Value 


90 80 80 75 80 


Wargames, by which | mean turn-based grid, 
games, sometimes fascinate me, and | can’t 
put them away for hours. Fifth Fleet simply did 
nothing for me. It’s not that the game is bad or 
the Al is bad or that the interface is poorly 
implemented; nonesof the abeve’is true. It sim- 
ply struck me ds sort of dui Like naval warfare 
throughout history, the AF@@Swone must cover 
are wide; yOu Can travel for weeks without 
encountering another Soul then Mt G@egenerates 
into a War Of attrition. “Submarine warfare is 
quite fun because of the pOssibility of sneak 
attack, but ship vs. ship battle is sort of like 
most Best Picture Oscar winners: slow and 
plodding, but just interesting enough to keep 
you from nodding off. Fifth Fleet is solid and 
well-designed, but it simply doesn’t excite me 
enough to want to play it. -Ted 


Interface * Playability * Graphics * Sound « Replay Value — 


J5 88 80 75 78 


5th Fleet is a no-frills modern warfare game 
that is played with tokens on a hexagonal, 
board. The commands that you issue are 
basic, and the action is little more than small 
explosions on the tokens themselves. But! 
that’s whesesthienappeal of talsugame lies. The 
interfacé Masa Console |OOK fo it and is very 
easy to leakn.hOW 10 use, YOu.really need to 
learn theabimes Of the UNIS and their purpose 
to play GOrrectly, and an on-liné information 
resource 1S réadily availablemor that purpose. 
The best aSpect of 5th Fi@@f¥s"the way each 

turn is taken and the way randomness is incor- 
porated. However, there are only twelve sce- 
narios, and you cannot create your own. The 
game play is not random enough to make a 
scenario vary that much from the last time.) 
Consider the modem/e-mail play. -Tasos 


D0 OU AVE The GUTS 10 Put 


THE YEAR 


IS 2011. 
YOU'RE ABOUT TO 


Windows. 


OUTBID THREE CD-ROM 
FOREIGN 
INVESTORS 
FOR A VAN GOGH 
“AND MAKE A 
MILLION DOLLAR 
KILLING... 


PEXPERIENGE 
WITH 60 ADDITONAL 
| _ INTIMATE OBJETS D’ ART. 


TOO 
JUSTA oe@® = D- $$. Ser 


Bidding. Bluffing. 


ol a ; zy a : Co Buying and Selling! 


2 CD'S FOR 
WINDOWS 


alan at printing st stores. 
ft Ce saa as :Seala/Art Resource, NY 


“Offer seeks hom October 15th thi 
Millennium Auction is a trademark of Eidolon, inc. ©196 


Dr. GOLDFIRE AND HIS EVIL 
MUTATIONS HAVE RETURNED. 


BLAKE STONE HAD TO STOP HIM BEFORE AND NOW HE 
HAS TO DO IT ALL OVER AGAIN ON THE PLANET SELON. 


Blake Stone is back and the ingenious Dr. 
Goldfire is at it again! This time he’s learned his les- 
son, or has he? The mutant army he’s assembled 
is stronger and more devious then before. But 
Blake is in top form and he’s ready to put a stop to 
his evil. 

Using an enhanced version of the Wolfenstein 
engine, you must fight your way through the wind- 
ing corridors of Dr. Goldfire’s secret fortress. 
mplish a cer- 


} Lies: 4 pag 
NE 2 sh Serre 


blast is too close, you'll take damage, too. 


Blake Stone: Planet Strike 
by Apogee 


Game Summary 
Blake Stone’s old nemesis Dr. Goldfire 
threatens to unleash his army of military 
mutants on the galaxy, and it is up to Blake 
to stop him. Infiltrate Goldfire’s secret 
fortress and battle with his creatures. 


Overall 7 3 % 


386+, VGA, CD-ROM Drive 
560K conventional memo 


Rating: 


Requirements: 


Sound Support: AdLib, Sound Source 

Sound Blaster and compatibles 

Controller: Mouse, Joystick or Keyboard 

Apogee Software 

; FormGen 

Retail Price: $49.95 

Hard Drive Space: 8 Meg 

No. of Players: One player 
THE SOFTWARE ROLODEX 

FormGen, Inc. 


7641 E. Gray Rd. 
Scottsdale, AZ. 85260 
(602) 443-4109 
Fax: (602) 951-6810 
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Some of the mutant creatures will morph from pods 
and will have fireball capabilities. 


tain goal to gain access to the next. The way to do 
this is by finding the Detonator and destroying the 
security Cube. Then the Transporter will allow you 
access to the next area and one more step closer 
to Goldfire himself. So you won't get lost in the 
labyrinth that makes up each level there is an Auto- 
mapper that lets you zoom in and out. Doors are 
designated by a light green color and locked ones 
are in red. 

But more than just twists and turns will act as 
obstacles. Twenty-four genetically superior, military 
mutants and armed personnel are patrolling about 
and could be hiding behind every corner. More than 
that, they can cloak themselves in a disguising 
haze or masquerade as statues, and, when you 
might be at your weakest, you'll have to duke it out 
with four bosses and a super boss. There are ten 
other hazards to watch for including turrets, spikes, 
SeekerBombs, crushing columns, acid slime, 
exploding ammo, and more. 

Blake is not foolish, though. He’s coming pre- 
pared with six different weapons and an anti-plas- 
ma cannon that can shoot through doors. To keep 
him going, Blake can pick up various items of food 
for a boost or a first aid kit to patch his wounds up 
properly. There are also credit tokens that can be 
used in the food units found throughout. 


; Lives: 4 Fe 
ORO Tn rage ne eet 


can be fired at creatures through doors. 


interface * Playability * Graphics * Sound * Replay Value 
80 6 72 76 6. 


The Blake Stone series is not a Doom ripoff. 
It's a Wolfenstein retread. Therefore, this 
game’s appearance on local shelves is not an 
attempt to cash in on the Doom || craze; it’s a 
very late attempt to cash in on Wolf 3D. BS:PS. 
has a tainly rich plot sourée (action sci-fi), but 
none of this aim@sphere Comes through. The 
areas are flat @nd square, with No sense of 
theme or dfama. Most of 4A@ enemies shoot 
you with very powerful iaWisipte bullets, making 
death well nigh instantaneous. Combat is 
stand and shoot; if you get the drop on them, 
they're dead, and vice versa. There are 20 lev- 
els, but they’re usually small and straightfor- 
ward. If you really need a vaguely updated 
Wolf 3D clone, BS:PS will fill that need nicely; 
but there are plenty of better, more atmospher- 
ic games out there. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 


94 73 88 84 60 


_ If you’ve got a 486-66, don’t bother buying this 
_ game: it is completely uncontrollable. This is the 
~ only game | can think of that has been released 

_in recent memory where having a slower 
_ machine is an asset. There is no functional dif- 


ference between Planet.Strikéland Aliens of 


_ Gold. As neéarlyas | cartel graphics, music and 
sound effects/Mave not been chahgéd, though 


there are some New objects and enemies. As 


_ far as playability goes, even though the box 


makes muen of the lfeensed Wolfenstein 
engine, | don’t recall Wolfenstein being this 


unplayable. Aliens of Gold seemed to have bet- 


ter control, but | suspect this has something to 
do with machine configurations at the time we 


_ reviewed AQG vs. our machine configurations 


now. Still, in most cases, software should keep 


_ apace with technology. -Ted 


Interface * Playability « Graphics * Sound « Replay Value 
80 89 oo. Cis 81 


Might as well get your money’s worth for the 
Wolf 3D engine you had to buy, right? The first 
Blake Stone was a little too late on it’s release 
and Planet Strike is really a lost child. With 
Doom clones already on the shelves does 
Apogegmeallysthink, anyongewillenotice? Maybe 
if the box4s-displayed right, the blonde on the 
front will catch Some attention, ihats about it. | 
don’t know ifthetabel “.. featuring 3D technolo- 
gy...from..Wolfenstein BDI is that impressive 
anymores ff you liked Aliens 6f Gold and want 
to continté’ the saga, there-are some better 
weapons in this one, and the mutants are 
tougher and smarter. They can also conceal 
themselves. The horrible Auto-Map from AOG 
has been corrected and has an added zoom 
feature. Besides a few graphics enhance- 
ments, little else has changed. -Tasos 


IT’S NOT THE GAME, IT’S THE COMPETITION. 
REAL, LIVE, COMPETITION! 


Discover a new world! Start Exploring Your Own 
Let's face it. You think playing against a computer is fun? ImagiNation With 5 FREE Hours! 


It can be, sometimes. But it’s missing something: , 
Heres What You Get... 


LA Starter Kit in the mail, usually less than 
a week after your request. But don't delay. 


Another living, breathing opponent like YOU! All you need 


to get your heart rate up is a computer, modem , 
We. 

aciNation!™ 
and your ImagiNation!’ Pct 


The ImagiNation 


A brand new membership with 5 free 


Network delivers the hours of network time in that calendar month 


Beotsiotanpmetlitinee fal to get acquainted with new friends. After you 

use your free hours, youll be billed at a rate 

of $3.50 per hour during the first month. 
Each month you remain a member, 

youll be billed just $9.95 which includes 


5 free hours; additional hours are billed 


$3.50 each. 


country right to your 
home. And thousands of 
other opponents are just 


waiting for you to show up. 


son On. 
op when you sig! —_— i .% 
I| see w _A free subscription to /maginings, the members-only 


vat you 
Nation map. 


The Imag 


full color newsletter that highlights coming attractions and 


Home 
entertainment, redefined... 


features profiles of members and on-line celebrities. 


Here's All You Need... 


7 . T have at least a 386sx or better with a hard drive and 4MB 
RAM. | also have VGA graphics and a Microsoft-compatible 


Mouse. 


_ You bet I have at least a 2400 baud modem. You think | 
want to have all this fun by myself? 


Imagination has the classic board and card games we all grew 


up with, like bridge, chess, 


and hearts. But that’s 
only the beginning. 


Spend time with a Wy. 
Ce) 3.0 use ImagiNation requires a major credit card. 


—— Cl 4 = I have one! 


4. imagiNation. Of course I have that. Are you crazy? 


noted actor or 
writer In one 


of our regular 
Install the disk that came with this month’s issue, and get 


5 FREE HOURS to explore The ImagiNation Network. 


forums. (It’s your 


rlcrersae ites celle divas If somebody beat you to it, call: 


burning question the And we ll give you {\| AGIN ATION 

itl 
efletiseaoe 5 Free Hours to prove it! ; 
forgot.) Meet new friends you didn't know you had when you ] -§ O0-[MAGIN- ] ext 78 ] 


share your interests and hobbies. (1-800-462-4461) ext. 781 


Offer Source Code: 781. Offer expires 1/31/95. 
Offer valid to new members only. © 1994 The ImagiNation Network. All rights reserved. The ImagiNation Network reserves the right to change features, rates, or specifications at any time. 


ONE SMALL VIRTUAL STEP 
FOR A VIRTUAL MAN... 


BLAST OFF FOR THE OUTER REACHES OF OUR GALAXY AND 
STILL BE HOME IN TIME FOR LETTERMAN. 


The popularity of Flight Simulator from Microsoft 
was due in part to its realism of the aircraft control 
and the freedom to explore just about anywhere in 
the world. However, there are some people who 
can't help but to think bigger than that. Their dream 
is not to mingle among the clouds but to soar with 
the stars. Not even the repeated use of the term 
“billions and billions” can grasp the magnitude of 
what lies beyond the warm comfort of our own sun. 

With the same dedication to realism and unbri- 


Handle the intricacies of orbital docking yourself, or 
simply have your autopilot take over. 


space Simulator 
by Microsoft 


Game Summary 
Explore nearly unlimited reaches of space 
in a fleet of spacecraft, both real and fiction- 
al. Attempt various missions against a score 
standard, or just tool around looking at the 
galaxy, all based on NASA data. 


Overall 8 9% 


386/25 or better, 1 Meg RAM 
VGA, Dos 5.0 or later 


Sound Support: Sound Blaster 
and compatibles 


Controller: Mouse, Keyboard, Joystick 
Available for: PC and compatibles 


Microsoft 


Rating: 


Requirements: 


Microsoft 
Retail Price: 949.95 


No. of Players: One player 
THE SOFTWARE ROLODEX 
Microsoft 
One Microsoft Way 
Redmond, WA 98052-6399 
(206) 936-4127 
(206) 936-7329 (FAX) 
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Extensive on-line information resources help you pin- 
point where you are and what you're doing. 


dled exploration, Microsoft has released Space 
Simulator for those who enjoy the thrust of a high- 
propulsion rocket over the whir of a single engine 
prop plane, the vastness of the universe over the 
limits of the sky, light-years over mere miles. 

Operating in real time, you can take a four-day 
trip to the Moon, an eight-month trip to Mars or a 
450,000-year journey to the far reaches of our 
galaxy. Because of the time acceleration option, 
light-years can pass as fast as a second hand 
around the face of a clock. The virtual space 
encompasses a diameter of 8.4 billion light-years. 
At six trillion miles per light-year there’s enough to 
see and do without feeling too crowded. 

Besides deciding where to go, you can also 
choose how to get there. An entire fleet of space- 
craft awaits ranging in size from a compact manned 
maneuvering unit to an interplanetary passenger 
transport and a giant interstellar freighter. 

To give purpose to your explorations, there are 
special missions to choose from. In the Space 
Shuttle mission, you will take off from Cape 
Canaveral, dock to a space station, and practice 
your landings when you arrive back home. In the 
Apollo 17 mission, you will orbit the Moon, control 
your descent and landing, and then blast off for a 
hero's welcome back on Earth. 


Both real and fanciful, theoretical craft will be available 
for space flight. 


Space Simulator is obviously a labor of love. 
The immediate solar system and all we know 
about our stellar neighborhood have been 
faithfully reproduced. You can spend hours 
achieving orbit around Mars in a variety of 
spacecraft, Th@ebig question 1s; would you 
want to ao these things? Flight Simulator 
always Vettume very, Very coldp.and Space 
Simulator i$ even worse In that heavy manual 
use is MeCessary tO eve begindo Understand 
the varfous intri¢acieS Detore you can fly 
around. In space, no one can hear you ask for 
directions. The situations and missions are a 
welcome break from trying to find Halley’s 
Comet, but they’re mostly one-trick ponies. 
Space Simulator will strike some people just 
right, and leave others like me wondering what 
else is on the hard drive. -Kevin 


interface ¢ Playability E Graphics * Sound * Replay Value 
90 95 94 80 99 


If MS Flight Simulator drove you nuts due to the 
patience factor, steer clear of Space Simulator. 
It's incredibly time-consuming and horribly 
addictive. You will need to be able to separate 
your gravity bound body and make Newton's 
First Law thes¢od@myou live bi, Because stan- 
dard flight Sims operate within the physical 
boundari@s imposed Upon them by a gravity 
well and aN atmosphere, they are essentially a 
2-D model; Space Simulator removes those 
restrictions an@ forces you t@ think in true 3-D. 
The free flignt section of the game is where 
you'll spend a lot of time practicing, but the mis- 
sions are where you get to put it all together. 
The most important thing to remember here is 
that you have both weight and mass on Earth, 
but in space you have only mass. Acceleration 
brevis, inertia longa. -Ted 


Interface * Playability « Graphics « Sound * Replay Value 
86 79 93 88 96 


As much detail as Flight Simulator put into the 
airplanes is the same as what Space Simulator 
puts into the space craft. This is no space com- 
bat-type space sim. You have to deal with the 
direction of thrust and all the fun physics that 
astronauts Knowsso, well.wNotknowing how to 
navigate a ship through thé vacuum of space 
spells certain, disaster. Theré is a nice variety 
of craft to°ehoose trom, and Obviously more 
places than you might ever Want to take them 
to. Don’t expeet this to be 4 Universe teeming 
with life and°adventure. SS‘ts more of an 
exploration model that pours all its effort into 
the integrity of the environment. But SS is 
interesting, innovative and educational. The 
missions give a nice purpose to your practice, 
and watching the replay of what you’ve done 
can be just as rewarding. -Tasos 


Anything is possible. 


And the 


ULTIMATE FOOTBALL™ is the only PC game that 
lets you play, coach or own your own NFL team. 
Call the plays using real NFL coaches playbooks. 
Make the trades using actual 1994 NFL team 
rosters. Or quarterback your team 
to the Super Bowl. With the newest Ultimate 
Football Super Bow! edition, you'll get the most 
up-to-date player stats and enhanced sound effects. 
Think it’s easy getting to the Super Bowl? 
Play the game. 


possibil 


From the awarctwinning creators of Master of 
Orion™ comes the new MASTER OF MAGIC™ 
the first PC game to combine strategic conquest 

and fantasy adventure in one unique realm. 
Explore, conquer and control mystical new worlds. 
Summon powertul heroes and fantastical creatures 
to aid you in your quest. Use diplomacy, magic and 
military might to outwit your opponents. 
Only one wizard can be Master of Magic. 
Will it be you? 


For IBM-PC & Compatibles on CD-ROM. For IBM-PC & Compatibles. 
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© 1994 MicroProse All Rights Reserved. 


NFL Coaches Club is a trademark of the National Football League, /© 1994 NFLP, Franchise Football League and FFL are 
trademarks of Fantasy Sports Properties Inc., NFLPA is a registered trademark of the National Football League Players Association. 


ties are endless. 


CROSS THE RHINE WITH PATTON 
Fighting the decisive tank battles of World Warr Il. 
1944 ACROSS THE RHINE™ is the armored 
combat simulation that lets you command your 
own fank, battalion or an entire campaign. 
Play from either the German or Amencan 
perspectives in stunning 3D graphics. Blast away 
as tank commander of a Sherman or Panzer. 
Integrate armor, infantry and artilery into an 
ettective fighting force. 

Experience the final dramatic days of 


World War Il with 1944 Across the Rhine. 
For IBM-PC & Compatibles. 


CREATE A NEW NATION 


The tradition of Civilization™ continues with 
Sid Meier’s new strategy game, 
COLONIZATION™. You can make war. You can 
make peace. You can build your own new nation. 
Using the right combination of trade, diplomacy and 
military aggression, you choose your allies - and 
your enemies. When you have dealt with the rival 
Colonial powers you can launch your revolution 
and declare independence. 
Colonization was voted “best new strategy game at 


Summer CES,” by the Chicago Tribune. 
For IBM-PC & Compatibles. 


The Tradition of Civilization Continues 
Sid Meiers. 
on a eT 


is possible. 
-879-PLAY 


’u A CD-ROM AND 


MOK... 


DISCOVER THE SECRET OF INTERGALACTIC SUCCESS WITH 
7TH LEVEL’S COMPLETE WASTE OF TIME. 


bbe 


ello, love!” 
ello! 

“What's on the CD-ROM?” 

“Looks like 7th Level’s Monty Python Complete 
Waste of Time.” 

“Not what's on the CD-ROM, what program?” 

“Oooh, | don’t know. I’m all confused!” 

Yes, that’s right folks. Four out of five British 
housewives find the new Monty Python Complete 
Waste of Time absolutely indistinguishable from a 


tbe 


Pick where you want to go, and click to go there. 
Doctor. . .My brain hurts! 


Monty Python. . . 
: by 7th Level 


Game Summary 
Explore the insane world of the Monty 
Python guys complete with video clips and 
sound bites. Play some goofy games. Totally 
remake your desktop to frighten the children. 
Avoid Spam. 


Overall 


— 89% 


Rating: 


Requirements: 486/25 or better, 4 Meg RAM, 


VGA, CD-ROM drive 


Sound Support: Sound Blaster 


Controller: Mouse, Keyboard 
Available for: PC and compatibles 


Designed by: 7th Level 
Distributed by: 7th Level 


Retail Price: $59.95 
Hard Drive Space: 3 Meg 


No. of Players: One player 
THE SOFTWARE ROLODEX 
7th Level 
1771 International Parkway 
Suite 101 
Richardson, TX 75081 
(214) 437-4858 
Fax (214) 437-2717 
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It's sort of like Wack-a-mole, only better. Gosh, that 
high score is going to be tough to beat .. 


dead crab. Play this CD-ROM waste of time and go 
to Heaven. . . 

And now for something completely different, 
here’s some actual facts: The Monty Python 
Complete Waste of Time is a new Windows CD- 
ROM product developed by 7th Level. This “CD- 
ROM thingie” (you mean poo-poos?) has been 
developed with the assistance of Monty Python ani- 
mator Terry Gilliam and contains some new anima- 
tions. 

It also contains an incredible amount of video and 
audio from the comedy team’s popular television 
series. While it only lasted four seasons, Monty 
Python’s Flying Circus has remained one of the 
most influential comedy programs ever created. 
Even after 25 years, the show has loyal fans. 

Is it a waste of time? Yep, but you’ve never been 
this entertained while wasting time before. You 
need to explore everything to find the actual 
quest—the search for the Secret to Intergalactic 
success, which could win you a Pentium system if 
you are able to discover it. 

In addition to being a complete waste of time, this 
CD-ROM product allows you to completely cus- 
tomize your Windows environment with sound, 
wallpaper, screen savers and much more. 

Crunchy CD-ROM. Heap good! 


te ee os me 


Rill ttl thn dons 


Now it's time to play Spot the Loony! You'll want to play 
this game again and again! 


puter screen. Stupid git. This is the definitive 
derivative product. | had more fun in the first 
five minutes than I’ve had playing entire other 
games, and nOtajust thesbad Gaes. ACWOT 
utterly encapstiates thevno-attention-span) 
nature Of the shOW and even One-ups it by 
reducingawo-minute sketche§ 1, thirty sec- 
onds, or sometimes even, five/Seconds. The 
“game” here iS secondary; it’ all original: 
source material mixed in with some brilliant) 
new stuff. The desktop Pythonizer alone is 
worth the purchase price. This is really an 
entertainment product and not a game; you hit 
buttons and watch the results. Every fan of 
Monty Python owes it to themselves (and 
Python) to see this game. -Kevin 


_ What a complete waste of time, and | mean 
_ that in the best possible way. I’ve seen some 
_ products in the past that purport to offer you 
_ the full experience of whatever knockoff they 


happen to be about; this is the first time I’ve’ 
seen a produGtilive up to that Billing. It captures: 
the spirit oF Python \pereciy. All of that video, 


all those Soundélips, and the ability to attach 
_ files as*Windows objects:d'm stunned. The) 
_ interactive sereensaverséare sheer brilliance, | 
_ I've never Aad more fun wasting my time. My, 


advice to you on Spot the Loony Is to keep try-| 
ing. You will eventually discover what that par-| 
ticular game is about. In the meantime, keep 
warm and attempt to maintain some decorum 
when you install the “naughty” Noisy Bits on 
your boss’ computer. And remember: “I don’t 
like SPAM!” -Ted 


So fe 8S 
It's Monty Python’s Flying Windows! This is the 
real thing, folks, not just some software compa- 
ny that bought the rights to the goods and 
threw them together on a CD with no rhyme or 
reason. The game environment itself is in that 
zany Pythomesque style thatekidseknow and 
love. Tihere’s plenty of animations, video clips 
and sounds familiar to the show. The great: 
thing is¢jou Can use them fomanyihing from a. 
screen Saver to Systent sounds. For those who) 
like Python@6lit Could do without the obsceni-| 
ties or if yolrfave children, yotCan put the 
program in restricted mode and do away with 
them. Unfortunately, the video clips play in a) 
pretty small window, but for Pentium users 
there is a zoom option to enlarge it. This prod- 
uct might best be described as a children’s 
click-and-find for Python fans. -Tasos 
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8S: COMING SOONER. 
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a 
AES HERE. NEW, ENHANCED X-WING" FOR Ube: ROM. FEATURING 
FULL- VERSIONS a: ‘X- WING, [IMPERIAL PURSUIT” AND B-WING 
WITH MORE. REALISTIC SPACECRAFT AND VOICE. PLUS SIX 
~NEW: MISSIONS. | CALL I- SOO0-STAR WARS. FOR AVAILABILITY. 


"X-Wing computer program ©1992, 1994 LucasArts Entertai nment Company. B- Wing and Imperial Pursuit computer progranss ©1993, 1994 LucasArts Entertainment Company. X- -Wing audigvisual display ©1992, 1994 LucasArts Entertainment 
Company and Lucasfim Ltd.8-Wing ang Imperial Pursuit audiovisual displays ©1993, 1994 LueasArts Entertainment Company. All Rights Reserved. Used Under Authorization. X-Wing: and B-Wing are trademarks of.Lucasfilm Ltd. Star Wars is 


a tr trademark of Lucasfilm Ltd. Imperial Pursuit and iMUSE are trades of LucasArts oaceemhede Company. a oar hie logo is a nee — of LucasArts Emertainment Companiy. iMUSE U.S. Patent No: 5,315,057. 
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First, let’s take care of a little business in the cor- 
rections department. In the fairly recent past, | 
made mention that SRS Labs was under the wing 
of Hughes Aircraft. This is not so. Hughes devel- 
oped the technology, and SRS has been booted 
out of the corporate nest to seek their own way in 
the world. Hughes no longer maintains an interest 
in SRS technology, and so SRS Labs is the brand 
name you'll see me throwing about with reckless 
abandon whenever someone asks me about truly 
great sound technology. 

That said, here’s the poop on this month’s 
TGITM column. It occurred to me that some folks 
might want to know some of the ways system prob- 
lems can be tracked down and resolved. This is not 
to say that every problem has a solution; some- 
times you simply cannot install two things together 
in the same case. 

The number one problem | encounter is, hands 
down, IRQ conflicts. Sometimes these are easy to 
resolve, other times they can leave you in a waking 
nightmare. | once spent 15 hours straight trying to 
track down the source of one of these conflicts, 
only to discover it was caused by a piece of hard- 
ware that automatically grabbed its IRQ from what- 
ever happened to be available. The second most 
common problem is memory addressing overlaps. 
Though rare, they’re insidious and (usually) incredi- 
bly hard to track down. 

Enter diagnostic software, stage left. I’ve run into 
about twelve different packages, from simple one- 
shot utilities to full-blown masterworks. I'll cover the 
ones | think are important, and why. 

MSD is a utility that comes bundled with DOS 
6.0. It is a bare-bones diagnostics center that will 
tell you some important things, but it’s not neces- 
sarily accurate on all counts. 

The Norton Utilities is a package of very good 
disk utilities with a diagnostics program thrown in 
for good measure. Speedisk is by far the most use- 
ful program in the bunch. Norton Diagnostics are 
carefully thought out, though their implementation 
is frail. The manual is written well, and will walk you 
through some of the more common disk problems. 

By far the cream of the crop, though, is AMIDiag. 
Fast and efficient, it snoops through your system 
like a bloodhound. | got this package recently, and 
continue to be impressed on an almost daily basis. 
IRQ conflicts and memory addressing errors 
become almost painfully easy to resolve, due to the 
way AMIDiag presents its information. If you use 
Windows and frequently get error messages, 
AMIDiag is an absolute must. 
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LATE ONE NIGHT, TED DID 


THE UNTHINKABLE. . . 


IF YOU THINK WINDOWS IS A STRAIN ON A LAPTOP’S 
BATTERY POWER, YOU HAVEN'T TRIED PLAYING X-WING. 


| had recently received APC’s Back-UPS 280 and 
was on the verge of installing it when the power 
here at Sendai went out. | could have kicked 
myself! The perfect opportunity had come and 
gone, and | had missed it! 

But had 1? When it comes right down to it, that 
particular blackout had caused me to do some seri- 
ous thinking about why a gamer might need an 
uninterruptible power supply. Imagine how much 
more convenient life would be if you had the time to 
save your game after the power went out. 

| hear a lot of you starting to twitch uncomfortably 
in your chairs. Don’t UPSs cost a ton of money? 
Time was when a backup power supply cost well 
outside the budget of your average game-player. 
APC’s Back-UPS 280 retails for only $139.00, 
meaning you'll be able to find it for a street price in 
the low 100s. Think about it. Do you really want to 
waste those hours you spent playing your favorite 
game to that worst of all PC demons, the power 
failure? 

But let's get down to the nitty-gritty. Not only will 
the Back-UPS 280 protect you from data loss by 
providing your PC with life-giving power until you 
can manage to save that data, it also comes with 
the features you need to keep your PC alive when 
the twin wraiths of power spikes (surges) and 
undervoltages (dips, sags, brownouts and black- 
outs) come calling. Cheap surge protectors will sim- 
ply try to divert energy away from equipment 
through the use of a varistor. Unfortunately, they 
frequently have a clamping voltage of greater than 
300 volts and a clamping response time that allows 
burst (extremely short duration) voltage straight 
through unimpeded. In other words, they can spell 


hot flaming death to 
your system. The 
Back-UPS 280 has an 
isolating design that 
will allow normal 60Hz 
power through but has 
increased electrical 
resistance as voltages 
climb. Rather than 
simply diverting 
power, the design acts 
as a brick wall to 
surges. This can result 
in close to instanta- 
neous clamping 
response time. 


/ Installation 
While I'd love to say that | have access to 
unlimited funds to set up a really k kickin’ test la b 
for every single product | get , the fact is that 
don’t. Testing a surge ‘protector requires 
patience: eo chou enough voltage 


drain on the bay. Just letting the ‘computer 
" sit there at the DOS prompt allowed me seven 

_ minutes of juice before the warning tone. If 
you're a serious gamer, you probably can’t 
afford to be without a UPS. At this price, why 
would you want to be without one? — Ted 
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American Power Conversion 
P.O. Box 278 
132 Fairgrounds Road 
West Kingston, RI 02892 
(401) 789-5735 
Fax: (401) 798-3710 


Back-UPS 280 


by American Power Conversion 


Available for: PC and compatibles 
Designed by: American Power Conversion 


Distributed by: American Power Conversion 
Retail Price: $139.00 


Lock The Door. 


ei if you ve seen 
$I) on a t'V, you 
ain't seen nothing 
yet. Introducing 3 DO 


Blaster” - the ultimate 


game platform for your 


PC. 3DO realism and gameplay on a single expansion card. § Now you can experience thousands of col- 


ors, 64-million pixels per second animation and full-motion video on your high-resolution PC monitor. 


Without taxing the power of your PC. 8 A 32-bit RISC chip and twin graphics 
i DO] \ 


processors do all the work. Along with a Digital Signal Processor (DSP) that supplies 


CD-quality stereo (requires a 386/20 or higher PC, Creative Labs CR-563 CD-ROM 


drive, Sound Blaster” with CD-Audio connector and speakers). © Included with 3DO /¢luded are mind- 
DO) warping, best-selling 
, - =e ; —— . . 3D0O titles: Gridders™ 

Blaster are two of the hottest 100+ and growing 3DO titles. In SHOCK WAVE”: The Sci « sHocK WAVE™ 


Fi Movie Experience, youll defeat alien hordes by flying combat missions over photo-real- 


istic locations from L.A. to the Amazon. 20+ minutes of Hollywood-style video is woven 


into the action. $8 In Gridders, you'll join Zack 
EXD 


and his cybernetic dog, Fidex”, as they outsmart the killer Gridders to 


learn the terrible secret hidden in the depths of a factory. The deeper you 
go, the more complex the interactions become. § So what are you waiting for? Call 800-331-137 1,ext. 
& 4 } 

501 to order your 3DO Blaster today. Or for more information or the dealer nearest you, call 


us at 1-800-998-5227. &§) But remember, you need sleep. And food. ( IY r iV r. 


And at least once a week, go outside for some fresh air. CREATIVE LABS, ING. 
= 
Suggested retail price: $399.95. U.S inquiries: Creative Labs 800-998-5227 or + 408-428-6600. International inquiries: Creative Iechnology Ltd., Singapore. TEL 65-773-0233 FAX 65-773-0353. Sound Blaster, 3 DO 
Blaster and the Creative Logo are trademarks of Creative Technology Ltd. All other trademarks and products are the propery of their nr spective holders. “Copyright 1994 Creative lechnology Ltd. All rights reserved. 


To Order, Catl 1-800-331-1371. And.Try Not.To Scream. 
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SURGE PROTECTION AND CABLE 
MANAGEMENT COMBINED. 


APC’s POWERMANAGER HELPS YOU CLEAN UP UNDER=DESK 
CLUTTER WHILE PROTECTING YOUR EQUIPMENT. 


In the world of fashion, 
style is often at direct odds 
with functionality. APC’s 
_ PowerManager lets you meld 
_ the two, eliminating power 
cord clutter and protecting 
your delicate computer 
— equipment from disaster by 
giving you a sleek and 

accessible case for both. 

There are four outlets 
| _ inside the PowerManager, 
i ee ire separate 

on/off button on the front of the case; one of these 
is a corded outlet for plugging an AC/DC adapter 
that otherwise wouldn't fit in the case (external 
modems are notorious for these). Two separate 
pass-through outlets provide continual power to 
whatever happens to require it; APC includes a 
$25,000 limited lifetime protection policy for the 


Hisuaait 


PowerManager 
by American Power Conversion 


Available for: 


PC and compatibles 


Designed by: American Power Conversion 
Distributed by: American Power Conversion 


Retail Price: $134.99 


Ease of Use °« 


Installation * Usefulness + 
In these times of political correctness, AIDS 
and lawyers, it seems we could all use some 


_ protection. Your computer is no different. Not 
only will the PowerManager protect your com- 


puter from harmful current overloads, it also 
has built-ime&MI/RF| noisessuppression. The 
pass-through modem protection is something of 
a necessity in Chicago, where telephone noise 


_ can be gruesome. The PowerManager is a nice. 
___ looking product that will ceftainly help your rela-. 


tionship with your spouse (“UUStllook at that! 
mess under your desk! Why don’t you do 
something about it?”), if you have one. The unit 
is designed to sit beneath your monitor; its case 
is of durable ABS plastic. | was particularly 
pleased with the site wiring fault detector; | live 
in an older house, and am constantly worrying 
about the state of the wiring. -Ted 


PowerManager once you have registered the prod- 
uct with the manufacturer. 
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American Power Conversion 


132 Fairgrounds Road 
West Kingston, RI 02892 
(401) 789-5735 / (800) 800-4272 
Fax: (401) 798-3710 


Our new Casino game’s so lifelike about the only thing 
you wont experience are the free drinks from Bunny here. 


A TWIN DUAL PORT GAME 
CARD WITH A TWIST. 


PUZZLING NEW DEVELOPMENT FROM THRUSTMASTER FAILS 


TO MEASURE UP. 
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ACM Game Card 
by ThrustMaster 


Available for: PC and compatibles 


Designed by: ThrustMaster 
Distributed by: ThrustMaster 


Retail Price $39.95 


The ACM Game Card from 
_ ThrustMaster sports two dual 
port joystick adapters, as 
well as an unusual device 
that is designed to help 
adjust the speed of the game 
card to bring it in line with 
any game’s speed. No IRQs 
need be set when installing 
it; you simply plug it in and 

you're set to go. 
ThrustMaster offers a life- 
— a time warranty on parts and 
labor for the ACM, and their ThrustWare diagnostic/ 
calibration software is included. This software is 
very easy to use, having a semi-automatic center- 
ing utility built in. The speed dial plugs into its own 
port on the game card and its controller has a sim- 
ple potentiometer for adjusting the speed. While the 
ports are dual ports, if you want to use two two-but- 
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ton joysticks simultaneously, you'll need to pur- 
chase a “Y” cable. 
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ThrustMaster 


10150 SW Nimbus Avenue 
Portland, OR 97223-4337 
(503) 639-3200 
Fax: (503) 620-8094 


We're working oni 


gees 


[t has more games, more features, and more authentic action than any other Casino simulation 


around. New Casino Tournament of Champions. In The Next Move™ Series. = 
It will definitely quench your thirst for excitement, if nothing else. Available on IBM —\ 
CD-ROM. To order call (305)373-7700 * (800)468-7226 ¢ BBS(305) 374-6872 Capstone 


Casino Tournament of Champions, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged. 


SIGMAL THROTTLE | 2; 
SELECTOR | pis 


a DAKE Er 


So real, you may have to 
notify air-traffic control. 


You no longer have Activate dual fire but- 

to imagine the expe- tons, throttle control, 

nence. Because and more! 

now you can live SO flexible, it even 

the dream. transforms into a fixed- 
Introducing column steering wheel for driving 

G-FORCE, the high- simulations. 

tech flight yoke that — Try G-FORCE by Suncom. It’s like a 

lets you pitch, roll, heavy dose 

bank, soar and never lose control. of reality. 


Suncom 


FOR IBM & COMPATIBLE PCs. TECHNOLOGIES 


Screen shot of World Circuit by Microprose™ 6400 W. Gross Point Rd., Niles, IL 60714 708/647-4040 


"Sound Quality + Construction — "Design 


SMALL SPEAKERS, BUT BIG Ez eben tte «270 
mo tha able 

SOUND. ote vs 

STD LAUNCHES THEIR FIRST EVER SOUND SYSTEM SPEAKER, better and pump outa heck of ak 

THE AEROSPACE. 


STD Entertainment, mak- 
ers of the highly acclaimed 
PC Optix flightstick, has just 
produced their first ever 
speaker system for multime- 
dia PCs, video game sys- 
tems, and other general 
audio equipment. The 
Aerospace speaker system's 
look may take a little getting 
used to, but these little guys 
produce a very full sound. 
The speakers are magneti- 
cally shielded and have an internal amplifier; the THE HARDWARE ROLODEX 
Aerospace Aerospace system boasts 15 watts per channel scTreAerainmenl 
by STD Entertainment RMS and sports an advanced bass booster. They 
Available for: and compatibles come with a cable remote control with volume and 110 Lakefront Drive 


bass boost controls, a mounting system for attach- Hunt Valley, MD 21030 
ing them to the side of a monitor, and an AC/DC (410) 785-5661 


Download a free games preview, 


Be one of the first to preview Capstone’ Next Move™ games including Casino Tournament of Ciarriios Ultimate Bikcorine 
and Anyone For Cards? It’s free through America On-Line, keyword “Capstone”: Software Creations BBS (508) 365-235 9, 2400 Baud * 
(508) 368-7 | 39, US. Robotics » (508) ein’ 144-28 8K; or or simply call our BBS at (305)374- 6872. , 


or get The Next Move™r preview CD for $1 95, 


May we suggest you take a test drive before you purchase gaming-simulation software. Visit your local ie rele while 
supplies last. Included with the IBM CD is a coupon good for $10 off the price of Capstone's Casino Tournament of Champions. 


and get a chance to win a free trip to Las Vegas. 
Don't forget to enter Capstone's “Make The Next Move™ Sweepstakes.” You could win a trip to Las Vegas. See store 
display for details. | 


ne Ni | Capstone™ 
BridgeMaster Ultimate Casino Tournament Grandmaster Anyone For Cards? 
Championship Edition Backgammon of Champions Championship Chess 


All titles, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged. 
To enter send a 3” X 5” card with your name and address to: Capstone’s “Make The Next Move'™ Sweepstakes,” P.O. Box 4058, 
Marblehead, MA 01947. All entries must be postmarked by March 31,1995. No purchase necessary. Void where prohibited by law. 


LESS FUNCTIONALITY THAN | 
EVER WOULD’ VE THOUGHT. 


AUDIOEDGE 16-BIT SOUND CARD FROM ADAPTEC DOCU- 
MENTS PLENTY OF FEATURES THAT SIMPLY AREN’T THERE. 


The AudioEdge is for those who already have their cash invested in the SCSI environment and want a sound card to 


go along for the ride. 


Adaptec’s AudioEdge is a 16-bit sound card with 
wavetable synthesis and a SCSI interface connec- 
tor built-in. It features Digital Signal Processing 
(DSP) and comes with a host of utilities and 
Windows applets. A joystick/MIDI port is also built 
onto the card. 

According to the back of the box (as well as the 
press release | obtained), Adaptec’s EZ-SCS! and 
EZ-Audio software helps make this card fairly sim- 
ple to install. What the box neglects to mention is 
that the folks at Adaptec apparently think that 
bringing about world peace is a fairly simple thing 
to do, as well (for more on installation, check out 
the box at right). 
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Adaptec, Inc. 


691 South Milpitas Blvd. 
Milpitas, CA 95035 
(800) 442-7274 
Fax: (408) 957-7150 


AudioEdge 
by Adaptec 


Available for: 
Designed by: 
Distributed by: 
Retail Price: 
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PC and compatibles. 
Adaptec 
Adaptec 
$249.00 


Adaptec’s version of Microsoft’s Windows Sound 
System is included, helping you to get going in 
Windows in relatively short order. Relative to what, 
I'm not saying. If you’re upgrading from another 
sound card, Adaptec has included an interesting- 
sounding piece of software, the Adaptec DeMucker. 
This little gem is supposed to seek out and destroy 
any references to previously installed cards in 
Windows; | can’t say how well it works, since | find 
that it’s easier to simply delete and reinstall 
Windows before doing anything as rash as adding 
a new board to my machine. 

Most of the application software bundled with the 
board is almost standard fare, these days: audio 
CD player, audio mixer, audio capture and play- 
back and voice recognition. In addition to these, 
there are also some that might prove useful to 
those who love to spend hours simply fiddling with 
their systems (or who are new to the computer 
world, and thus awed by what a PC can do these 
days): the Magic Lantern Photo CD viewer, for 
which you must have a Photo CD-compatible drive; 
Sound Finder, a utility for converting and playing 
sound files; and ProofReader, which will read back 
text to you from most Windows text applets, includ- 
ing Excel and Lotus 1-2-3 for Windows. The 
Windows Sound System disks will also install some 
fun new icons and WAV files, although these will 
pall rather quickly. 


EaseofUse + Installation + Usefulness 


75 bo. 65 
Ordinarily, | love hardware configurable 
devices. Setting jumpers phases me not in the 
__ least, and it gives me time to reflect on the way 
a card is laid out. The AudioEdge proved an 

incredible disappointment. Though the manual 


INSTALLATION 
TIPS 


Difficulty Rating(1-10): & 


If you’re absolutely dead-set on installing this card, 
you'll find that, once you get past the pain and frus- 
tration of “configuring” the card, you'll experience 
the pain and frustration of some incredibly idiotic 
installation software. Since you will not be able to 
change the IRQ, make certain that IRQ 11 is 100% 
free for your use; then, make certain you don’t buy 
a Mitsumi CD-ROM drive. The Mitsumi drive spec 
may change in the future, but | wouldn’t hold my 
breath. The most important thing to remember once 
you've slid the card into an open slot in your PC is 
that the software must be installed in a certain 
order for it to have any chance of working at all. 
First comes the EZ-SCSI disk, then the EZ-Audio 
disk, then the MS Windows Sound System (WSS) 
disks. 

The first problem you'll run into when installing 
the software will be toward the end of the EZ-Audio 
installation. Apparently the designers forgot to write 
the necessary routines for expanding files from the 
Windows disks. Did | mention that you'll need the 
Windows disks (not the WSS disks, but the 
Windows 3.1x disks) handy? Sorry. Once you’ve 
run into the error message saying that it can’t find 
the decompression utility for the disks, just continue 
with the installation as if nothing had gone wrong, 
then go into Windows and install the drivers it 
needs (pressing F1 at the error message will bring 
up the list). After you've managed to get everything 
the AudioEdge requires for Windows to recognize 
it, go ahead and install the WSS software. You'll be 
as mystified as | was at why five disks are included 
when only three are asked for. 
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Bike nea dece @ homo Ta a n the annals of computers” once you Start playing) iy & Wiyou've played. DOOM, 
— entertainment, there’sno’ DOOMIIf = 9” j+$“ stop reading and haul ass 


game that had the rave” This fime, you'll wage ‘to the nearest game store 
following quite like DOOM: war againstitiie entire » now. \f you haven’t, we can 
There’s alsono game, forcesjor Helly Bigger, only say (respectfully, of 
that’s. quite as breathlessly nastier, deadlier demons —_— course): Go to hell. 
an. await iets sequel’ and/monsters. More — a 
“J Well; go ahead and fowerlul weapons. More 
suckin some air. Because mind-blowing explosions , 
hecial DOOM IN: HellonEarthis and more ofthe bloodiest, |... 0. local software retailer 
ane here! And because it'll be a_ fiercest, most awesome today, or call 1-800-362-9400. 
ad cold day in hell before you action-packed blastfest DOOM. the DOOM I! ogo and the DOOM likeness are 


trademarks of id Software. All rights reserved. Developed 


can breathe easily again you've ever experienced! Ciaseruaheneiaan Magen. 
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INTRODUCING THE IMPRESSION 


Lite VLB viDEO caro! 


A SNEAK PREVIEW ON A NEW WINDOWS ACCELERATOR 
BOARD THAT IS NONE TOO SHABBY IN DOS. 


The Impression Lite from Matrox is primarily a Windows accelerator, but its performance is none too shabby in DOS. 
Software companies are jumping on the bandwagon to write games that transparently support the MGA chip. 


As you may already know from past reviews, my 
opinion is that Windows is the height of evil as far 
as serious PC gaming goes. | couldn't tell you the 
number of times I’ve seen “General Protection 
Fault” (or the more ominous and eerie 
“Unrecoverable Application Error” from Windows 
3.0) appear without warning in the middle of a 
game or project; as nearly as | can tell, Windows is 
far too unstable an environment for running any- 
thing graphically intensive. 

Matrox, an electronics company out of Canada 
specializing in PC video boards, is out to change 
the way folks (including me) look at Windows. They 
were kind enough to send me their brand spanking 
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Matrox Graphics, Inc. 
1055 Saint-Reégis 
Dorval, Quebec, Canada 
H9P 274 
(514) 685-7230 
Fax: (514) 685-2853 


Impression Lite 
by Matrox Graphics, Inc. 


Available for: PC and compatibles 
Designed by: Matrox Graphics, Inc. 
Distributed by: - Matrox Graphics, Inc. 


Retail/Street Price: $399.00/$320.00 
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new Impression Lite board, available in both VLB 
and PCI formats; as | write this, the card is still 
undergoing some final tweaking and tuning. 
However, they assured me that the board | got is 
essentially final, lacking only cosmetic touches. 

The card is a 64-bit accelerator, hardwired with 
2MB video RAM (non-upgradable). Because the 
board incorporates Matrox’s MGA chip, applications 
designed to support the chip will run much more 
smoothly than those that utilize the IBM VGA stan- 
dard. Three games that are maximized for use with 
the MGA chip are included; any game written with 
Criterion’s RenderWare and RenderMorphics 
Reality Lab will transparently support the chip. 
Although the list of gaming companies writing soft- 
ware optimized for the chip is currently fairly short, 
industry-wide support is expected. Compaq and 
Hewlett Packard have signed major OEM agree- 
ments with Matrox to include MGA products in their 
Pentium/PCI systems. Since it looks like Compaq 
will be the number one PC seller of ‘94 (edging out 
Apple and, for the first time in ten years, IBM), this 
is quite the coup. 

Among the games they've included is Spectre 
MGA, which is Velocity’s Spectre VR rewritten for 
the MGA chip. Spectre MGA uses tens of thou- 
sands of polygons and Gouraud shading, and 
includes some new enemies that were not found in 
the VR version. 


INSTALLATION 
TIPS 


Difficulty Rating(1-10): 5 


Video boards are supposed to be easy to install, 
and the Impression Lite is no exception. Simply dis- 
able any video circuitry you might have on your 
motherboard or yank your old video card, then push 
the Impression Lite into a VLB slot. Your computer 
should automatically recognize the card. 

The software installation, though, will require 
some time and some brains. Matrox has tried to 
make their setup program as painless as possible, 
and they have largely succeeded. Keep your wits 
about you and all will be fine. If you are anything 
like me, you spend a lot of time in DOS; | find that 
DOS 6+ is preferable to all other DOS versions that 
have ever come before due to its multiple configu- 
ration utility. This is important, since you will proba- 
bly want the Impression Lite to operate at 
640x480x256 colors in DOS, but 800x600x65K col- 
ors in Windows. You'll need to configure the card 
for each and insert lines in your AUTOEXEC file to 
handle the contingencies. The way | managed it 
was to install the driver software twice into two sep- 
arate directories, then change the SET MGA para- 
meters to call the operating mode from the different 
directories. The setup files only take up 652K of 
hard drive space, so why not? 

Once you get the software installed, you’ll need to 
set the display so that the card will work with the 
different frequencies of your monitor. In most 
cases, the software knows better than you do what 
your monitor is doing; fast forward past any screen 
with accurately drawn circles. If the screen displays 
ovals, simply steer clear of that particular setting. 
That's it. 


3 n y has seized the reins of power in the Kremlin, and he’s 
got his eye on warm-water ports and rich oil deposits in the Persian | at, ae _ 
Gulf and Indian Oceans. While the Kirov cruises toward Bahrain, and cen 
yoNs prow! the Gulf, where is the United States? 3 ae 
The 5th FLEET has arrived! Your’re in command of a U.S. Navy task 
force, with a full range of hardware at your command. Nimitz class 
carriers, with their Tomcats and Hornets. Ticonderoga-class cruisers, 


a2 so ne 


searching the seas and skies with powerful radar. F-117A Stealth 
Fighters and P-3 Orions support you from airbases. 


Bette 
. * 


Linesta 


a A ht 


Sate view | 


As at eet command er you've got be ter things to w 3 
your computer will handle the hor essenal work, nel you to focus on 


the sea lanes remain open, the Russians don’t get their client states, and America’s interests are served. Fail, and: your ships | ee 
are sunk, along with the future of the free world. | ik, 


5th FLEET gives you a new engine—a new design—and a new standard for Modern Naval warfare. Play against a wily ak < 
computer opponent, at variable levels of aggression and difficulty, “hot-seat” a friend on the same computer, or play viaE- = -_ me 


Mail. Whichever way you _ the game, you'll agree—Sth FLEET splashes the competition! Sr ¥ 
, si 
= Available on IBM PC or compatible, 386 or better processor, ‘eh 
| | 2MB RAM, HD 3.5" Floppy, Hard Drive, VGA Graphics Card ie 
e os 4517 Harford Rd * Baltimore, MD 21214 & Monitor, Mouse, Soundblaster or compatible sound cards. STANLEY 
male Voice: (410) 254-9200; Fax: (410) 254-0991 CD-ROM coming soon! | 


5th FLEET can be found in computer game stores near you. For order information or for the name of a retailer 
near you, call 1-800-999-3222. Ask for Dept. CGR 12 


5 ROADS, 1 AMBULANCE AND 400 MEGABYTES OF REAL, LIFE-THREATENING ROAD FOOTAGE ON 


CD-ROM. OPEN IT UP. IT’S TIME TO SPREAD YOUR BRAINS ALL OVER THE ASPHALT. 


Cyclemania is a trademark of Accol 


DIAMOND. 


FUN WITH VLB VIDEO FROM 


RECENTLY RELEASED DIAMOND SpeeDStTar Pro SE VLB 


IS A SHOCKER! 


WINDOWS ACCELERATOR 


Excellent for 

Windows and 

Games 

© DRAM Based Graphics ACcHter HOF 
1 yee Uipgradamie #2 TMB 

© nope Fast Retresh up eo 102460768 

© 19-98 True Cor a BOWS 

© Rye ow Were 

© Made in UA 


The Diamond SpeedStar Pro SE comes in both VLB and PCI/VLB designs, though the only one we tested is the straight 
VLB version. The 2MB memory upgrade is highly desirable. 


From the makers of the Viper, Stealth and 
SpeedStar line of video cards comes the 
SpeedStar Pro SE VLB. A VESA local bus acceler- 
ator, Diamond is marketing their latest entry as a 
Windows/DOS games accelerator. Outfitted with 
1MB VRAM standard, the card also comes in a 
2MB version (or join the fun and buy the separate 
upgrade pack). Based around the Cirrus Logic 
5430, the SpeedStar Pro SE supports refresh rates 
up to 90Hz. Able to display up to 16.7 million colors 
at 640x480 resolution, the card is also available in 
PCI configuration. If you happen to be a Windows 
nut and just have to have a WinMarks rating, the 
press material says the VLB version was rated at 


THE HARDWARE ROLODEX 


Diamond Multimedia 


1130 East Arques Avenue 
sunnyvale, CA 94086 
(408) 736-2000 
Fax: (408) 730-5750 


Speedstar Pro SE 


by Diamond Multimedia 


Available for: PC and compatibles 
Designed by: Diamond Multimedia 


Diamond Multimedia 


Distributed by: 


Retail Price: $199.00 
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23 million WinMarks using WinBench 3.11, and at 
12 million WinMarks using WinBench 4.0 (both test- 
ed on a 486-66). Diamond will be including the 
SpeedStar Pro SE VLB and PCI in a games accel- 
erator kit with 15 CD-ROM game titles. 

Bundled with the basic version of the SpeedStar 
Pro SE is a set of DOS and CAD utilities for config- 
uring the card for your monitor, as well as 
Diamond’s InControl Tools. InControl Tools is a 
Windows control panel that features “on the fly” 
video mode switching, a virtual desktop up to six 
times as large as your monitor and real-time pan 
and zoom. If you happen to have a VESA compliant 
monitor and are concerned for the future well-being 
of the planet, there is a Display Power 
Management Signaling utility to make your monitor 
conform to Energy Star and VESA guidelines. 

Diamond is the first company I’ve run across in 
several years that recognizes that there is a definite 
and ever-growing market of gamers who need DOS 
acceleration. Hopefully more companies will 
release video cards that fall off the Windows band- 
wagon; Windows to date is simply an untenable 
platform for running anything that requires more 
than simple graphic routines, due to the nature of 
Windows memory-handling routines. High video 
refresh rates certainly make Windows look nicer, 
but most video card companies are focusing solely 
on Windows at the expense of DOS. 


With the alethora of ; out there, 
most of them spouting off about how great they 
are in Windows (“20 gazillion WinMarks?’), it's 
nice to see a board that touts its expertise in 
DOS. The base version of the  SpeedStar Pro 


f the only adjustments in FS5 were for disk 
_ reads (although, true to FS5’s nature, the ani- 
mation wasn’t all that. smooth). Windows users 
will also appreciate the card’s agility; the 
 InControl Tools are powerful and easy to 
understand anduse. -Ted 


INSTALLATION 
TIPS 


Difficulty Rating(1-10): 4 


Another day, another video card installation. The 
SpeedStar Pro SE has no user selectable jumpers 
except for one that uses linear addressing to locate 
display memory. If your system is VESA only, leave 
it at the default setting; if your system is a 
PCI/VESA combo, switch it. 

Installation requires opening up your case, dis- 
abling any video circuitry you might have on your 
motherboard (or removing your old video card), and 
plugging in the card. You system will automatically 
recognize the card; make certain that the card is 
seated properly before you close your case. 

The software installation will require you to have 
your monitor's manual handy, unless you have a 
fixed frequency monitor. In the latter case, simply 
set the card up to run as “fixed frequency” (duh). If 
you have a multi-sync monitor (most new systems 
come with these) you'll need to either select your 
monitor from the list or select one that matches 
your monitors specs. If there isn’t one, you'll have 
to go through the rigmarole of setting up a custom 
monitor; if you can avoid this fate, by all means do 
so. If you use your computer for other than games, 
you may wish to install the business software dri- 
vers and/or CAD drivers. 

Once you've figured out how you want to config- 
ure your monitor for DOS, you’re ready to set up 
the Windows software. The InControl Tools panel 
will automatically load minimized once you've 
installed it and configured it; | recommend setting 
up the hot keys for the pan and zoom features, just 
because they're so nifty. After all the drivers have 
been installed and tested, you’re ready to go. 


PLAY ANYTHING ELSE AND YOU’RE 


SHAREWARE 


i > _— => <.... =— mi i 


DROP STRAIGHT DOWN INTO THE MOST MIND-BENDING, STOMACH-GHURNING ACTION GAME EVER. IN 
DESCENT,” YOU’LL ENTER A TRUE 360° 3-D ENVIRONMENT—MOVE UP, MOVE DOWN, MOVE EVERYWHERE 
AS YOU PLUMMET DOWN NEVER-ENDING TUNNELS BLASTING MECHANICAL HORDES. TOP BECOMES BOTTOM, 

UP BECOMES DOWN AND YOUR SENSES TURN INSIDE OUT...AND THIS IS JUST THE FIRST ‘7 LEVELS. 


EXPERIENCE THE SHAREWARE VERSION OF DESCENT AT YOUR LOCAL RETAILER, OR CALL (800) 969-GAME 
TO ORDER THE FIRST 7 LEVELS OF THIS INCREDIBLE SO-LEVEL GAME. MODEM OWNERS CAN DOWNLOAD 
THE SHAREWARE VERSION OF DESCENT FROM THE INTERPLAY BBS AT (714) 252-2822 OR ANY 
MAJOR BBS, INCLUDING COMPUSERVE AND AMERICA ON-LINE. 


DESCEND ALONE OR WITH YOUR FRIENDS WITH 8-PLAYER SIMULTANEOUS NETWORK OR 2-PLAYER 
HEAD-TOFHEAD MODEM SUPPURT. 


START YOUR DESCENT TODAY, OR BE DOOMED TO A LESS EXCITING FUTURE. 
17922 FITCH AVE., IRVINE, CA 92714 « 1-B800-969-GAME 


©1994 INTERPLAY PRODUCTIONS. ALL RIGHTS RESERVED. ALL TRADEMARKS ARE PROPERTY OF INTERPLAY PRODUCTIONS. 


COLOR ME GREEN! 
COLOR ME FUN! 


CHADWICK AND THE SNEAKY EaG THIEF IS A READING 
SKILLS BUILDER AND A COLORING BOOK ALL IN ONE! 


It is a difficult thing to make a children’s title which 
is educational and fun, but KnowWare of Fremont, 
California has done just that! 

Chadwick and the Sneaky Egg Thief is an elec- 
tronic coloring book that also happens to be a visu- 
ally exciting reading skills builder. Kids will build 
their reading skills while coloring in the pictures 

Chadwick and the Sneaky Egg Thief is simple so 
any youngster will be able to use it with little help 


Chadwick 


by KnowWare 


386, 2 MB RAM, 

256 color VGA, Mouse 

Designed by: KnowWare 
YULEU D 6 e 
Retail Price: 549.95 
Hard Drive Space: 13 Meg 
Age: 3s-8 


Requirements: 


from parents. Kids can pick a variety of colors with 
which to fill in the blank pages. There are additional 
options to chose from. Your child can change the 
textures of many coloring book items, making them 
look like puzzle pieces or any number of different 
patterns. No matter what, the color will always fit 
within the lines. 


I saw my friends playing on a hill. I put 
the egg down and went to play with 
them. I did not see the Sneakasaurus. 


SS ae 


The entire page of Chadwick is clickable; in this case 
click on the tree and see animated ants. 


ATTEND GOOGOL HIGH AND 


LEARN Basic MATH. 


LeT POLY GONZALES GUIDE YOUR CHILD THROUGH THE 
MATH WORKSHOP AS THEY DISCOVER THAT MATH IS FUN. 


Math Workshop from Brederbund contains some 
of the more interesting puzzle challenges | have 
seen in any game recently whether it be recreation- 
al, infotainment or edutainment. Yet, these puzzles 
have one purpose; to teach and strengthen prob- 
lem solving, logical reasoning and basic computa- 
tional skills. 

Once the very easy installation is completed, 
parents will notice there is a special section just for 


Math Workshop 


by Brederbund 


386 DX/33 Mhz, MPC, 
: Windows 3.1, 


Available for: PC and compatibles 
Designed by: Broderbund 


Distributed by: Broderbund 


Requirements: 


Retail Price $40 


Hard Drive Space 976 K 


Age: 6-12 
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you. The Parents Video Guide runs from the CD 
and presents experts talking about the new meth- 
ods of teaching mathematics and how parents can 
help. Also, you can access different resources to 
better judge your child’s math skills. 

The game allows the player to have fun with dif- 
ferent math disciplines. There are seven distinct 


Learn spatial relationships in the challenging but fun 
area of Hidden Picture Puzzles. 


Color Chadwick any color you want. When you're all fin- 
ished play back your work as a movie! 


When all of the pages are done your child will be 
able to watch the story as a video movie. Also, 
pages can be printed out as refrigerator art or 
saved as BMP files for use as Windows wallpaper. 

The story is engaging and interactive. Chadwick 
is babysitting his still-in-the-egg sibling when the 
Sneakasaurus steals the egg. Chadwick and his 
friends then start hunting for the egg which is the 
storyline and the adventure. 

Each page’s story is narrated by famed voice- 
over actress June Foray (Rocky & Bullwinkle, 
Flintstones). Each word can be clicked on for a 
pronouncer and everything on the page can be 
clicked on for special animations or definitions. 

Chadwick and the Sneaky Egg Thief is just plain 
fun and interesting! -Steven Greenlee 


‘About how many JZ gallons of 
e eS ma trress 


Gus, the bowling gorilla, teaches addition, subtraction 
and other basic math computational skills. 


game modules which cover arithmetic, estimation, 
spatial visualization, pattern recognition, logic and 
strategy. In the Rhythm Shop, kids learn fractions 
by using musical notes and will actually produce a 
song (played by Algebird). An area which | really 
enjoyed was the Hidden Picture Puzzles and 
Pattern Windows. You have specific shapes which 
you have to turn and flip to make them fit. It was 
fun and challenging (and it develops spatial rela- 
tionship skills). 

Math Workshop does include the ability for your 
child to grow through grade levels which gives this 
product a longer use life than many of its peers. 
Another thing | liked about the Math Workshop was 
the animated program buttons. Simply put; this title 
adds up to excellent! -Steven Greenlee 
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° Four different worlds and a total of 18 stages in ¢ Full motion video sequences and cut scenes make the game so 
which to do battle, each offering distinct, vivid | real you'll practically feel the heat as you fly through the 
graphics and plenty of high speed action to keep exploding fireballs. 
you on the edge of your seat. 


° Brilliant Silicon Graphics™ rendered 1-buffered images give you 
an incredible perception of depth and allow complete interaction 
between your ship, its opponents and the surrounding terrain. 


¢ An ear-pounding, pulse racing digital sound-itrack that draws all 
the elements together, bringing this fast pared arcade shooter to 
life, putting you right in the action. 


675 Massachusetts Ave: > Cambridge, MA, 02139 + (617) 497-7794 + FAX (617) 497-6759 


6X? =1/6. 


ANSWER QUICK 


OR DIE IN MEMPHIS MATH. 


WoRrDPERFECT IS OFFERING A WHOLE LINE OF EDUCATIONAL 
SOFTWARE INCLUDING THESE TWO TITLES ON MATH. 


Math was never like this when | was growing up. 
WordPerfect has tapped the brain power of the 
Waterford Institute and as a result produced these 
two educational titles for kids six to fourteen. 


Mental Math 


This title has won a prestigious award from the 
Software Producers Association as the best ele- 
mentary education product published to date. While 
it says it’s for children “6-14” | would suspect six, 
seven, eight, nine and ten year-olds will be able to 
take advantage of the software’s expert design 
more than the teenagers. 

Mental Math has seven arcade-like games that 
youngsters play. All the games are steeped heavily 
in problem solving challenges. The challenges are 
in the areas of: addition, subtraction, multiplication, 
division, fractions, decimals and percents. 


Fis 


All the inventory items are described in a very handy 
and unexpected database. 
Fraction Fish 

In this game kids solve fraction, decimal and per- 
cent problems. If the answer is correct, the fish are 
moved in a checkers style game. 


Math Match 

Here kids play a concentration-like game. Once 
the card has flipped over, your child has a limited 
amount of time to answer the problem. If he/she 
takes too long or the answer is incorrect, the card 
flips back over. If answered correctly the card 
remains face up and then your child looks for its 


Memphis & Mental Math 


by WordPerfect 


286 (Mental) 486SX(Memphis), 
640K-4MB RAM, VGA 


Requirements: 


6 to 14 
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match. Once all the matches are made, a hidden 
picture will be revealed. 


Maze 
Navigate the mouse around the mouse traps by 
correctly answering the problems. 


Memphis Math begins with a story presented in 
interactive montage. Just click on each panel. 


Fie iah! 


a4 


Tip-A-Duck 

Tip over ducks like in the old carnival game by 
answering the equations. The faster you go the 
more points you get. 

Other games include Mental Blocks, Moon Flight 
and Raccoon Race. Mental Math can track up to 
ten players and is adjustable to age and ability 
level. 


Memphis Math 


This is a much more involved title for older early 
to mid-teen kids. Also, Memphis deals only in with 
fractions, decimals and percentages. Memphis 
incorporates almost 2,000 problems into an Indiana 
Jones-like story. Kids play Dr. T.C. King, a mathe- 
matics professor and antiquities collector. Dr. King 
finds a treasure map which leads him to search for 
artifacts in three Egyptian sites; the Great Pyramid, 
the Great Sphinx and the Temple of Hatshepsut. It 
seems that Hatshepsut, a virtually unknown Queen, 
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Answer as quickly as you can to knock over the ducks 
and earn the most points. 


Mathematics is cloaked in arcade-like fun by 
WordPerfect in Mental Math. 


is enjoying a period in the educational software 
spotlight. She has been showing up in more and 
more titles. 

Dr. King must gain entrance to these places by 
answering different problems. Once inside, Dr. 
King must correctly answer problems in order be 
able to take possession of artifacts. Once each 
ancient site is completed, one-third of the Sacred 
Scarab is received. When all the pieces are put 
together, Dr. King learns the secret location of 
Tahp Ra-Men and the adventure continues. 

The problem solving challenges include: equiva- 
lent fractions, lowest term fractions, comparing 
fractions, improper and mixed numbers, finding a 
fraction of a number, adding\subtracting\multiply- 
ing\dividing fractions and decimals, place value 
decimals and percent problems. 

One of the more interesting aspects of Memphis 
Math is that there is a complete database of 
detailed information about the artifacts and myths 
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Lead your character into the temples by answering the 
problems correctly. 


gathered and encountered. Some of the more 
interesting myths learned about in the game 
include the one about Sebek—the Crocodile god, 
Thoth—god of history, writing, magic and wisdom, 
and Sekhmet—goddess of War. 

Keeping with its game-like design, Dr. King can 
be killed. If too many wrong answers are given he 
will be stung by scorpions, bitten by asps or man- 
handled by mummies. 

Both of these titles show their strong educational 
foundation, the most obvious being the repetitive, 
problem-solving environment. The designs do add 
an entertainment aspect, but they are educational 
software in its truest sense. 

-Steven Greenlee 


escend into the nether realm of Underdark and 


the fabled city of Menzoberranzan., You'll discover 
a role-playing adventure unlike any you've ever 
experienced! New monsters abound. New tactics 
and abilities make combat more intense, 
You can even levitate and fly while fighting! 


tate-of-the-art digitized voices, sounds and 

sights transform the MENZOBERRANZAN” 
game into a powerful sensory experience. 
Crisp, clean high-resolution VGA delivers 
the graphic beauty of Super-VGA - ! 
—without an SVGA card! » 


his fresh and exciting pedo) epic : 
is the most challenging journey | 
through the FORGOTTEN REALMS: 
game world yet! on 
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IF ONLY WE ALL COULD FIND 


OUR OWN SECRET GARDEN! 


THE CHILDREN’S MOVIE HAS BEEN ADAPTED TO A 
CD-ROM BOOK BY SOUND SOURCE INTERACTIVE. 


The new line of interactive software from Sound 
source takes silver screen children’s movies and 
adapts them as an interactive CD-ROM book which 
features clips from the movies. Sound Source calls 
them “boovies” and the first is “The Secret Garden.” 

This is a delightful CD-ROM book. It takes still 
images as well as film clips and incorporates them 
in a stylish looking storybook. The story text can be 
read out loud by either a boy or a girl narrator, if 


The Secret Garden 
by Sound Source Interactive 


Requirements: 386DX\25Mhz, 4 MB RAM, 
256 Color VGA, Windows 3.1 
Available for: MPC and compatibles 


Designed by: Sound Source 


U 6 : 


your child wishes, with the text being read highlight- 
ed for easy follow along. Or your child can read it 
themselves. 

Not every page has a film clip, but the pages that 
do have a filmstrip icon can be clicked on to start 
the clip. The clips correspond to the text on the 
page it's found. 


 mrarveled at the towers and 
if animals. The garden was 
exactly the way he'd 

_ imagned it. It was 


the most beautiful place 
} he hact ever seen. "I'm 


Click on the filmstrip icon and a clip from the Warner 
Bros. movie will play. 


STAY WITHIN THE LINES 
ONLY IF YOU WANT TO. 


THE FLINTSTONES ARE ALL HERE IN THIS COMPUTER COL- 
ORING BOOK FROM IMAGE SMITH. 


There’s not a lot you can say about a coloring 
book whether it’s on paper or a computer screen. 
However, coloring is stil! a time proven pastime for 
kids. There is something about coloring that goes 
beyond any need for an explanation or justification. 
It is one of the mysterious pleasures of childhood 
innocence and who better to feature in a coloring 
book than the Flintstones, heh? 

Image Smith has the Hanna-Barbera legends all 


Flintstones Coloring 


by Image Smith 
386, Windows 3.1, 4 MB RAM 
256 VGA 


Requirements: 


Retail Price 19.95 
Hard Drive Space 4 Meg 


Age: -8 
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available for your child to color and re-color to their 
little heart's content. There some dozen pictures to 
color and each picture can be colored four times 
and saved for printout. 

Click on Bam-Bam to change the coloring brush 
size and then click on the color you want from the 


from simple to some that are very busy. 


[—spoited child If she diel not 
| get her own way she would 
a yell and scream 
a and stomp her feet, - 


ly pleasant adding to the overall reading experience. 


There are other icons to be found on the story 
pages. One is an “ear” which when clicked has 
background noises to suit the passage being read. 
Other icons are like boots, which when clicked do 
an animated sequence kind of thing. These icons 
are really not needed and do nothing to expand 
upon the storybook experience. Luckily, they do 
not detract in any way either. They simply aren't 
needed. 

At the end of each of the 12 chapters is a little 
puzzle game, which tests how well your child 
remembers what they just read. 

All in all, “The Secret Garden’ is truly wonderful. | 
think this title (and upcoming releases) will really 
appeal to the 8 to 13 year old age group. 

-Steven Greenlee 
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Always a favorite—Bam-Bam has a little fun with 
Barney. 

selection of colored brushes along the bottom of 
the screen. The color currently in use is being held 
by Dino (I can still remember my Dino soap on a 
rope handed out by some gas station chain in a 
long ago promotion). 

The Flintstones Coloring Book is nothing fancy 
and is very simple to use, but there is one big, 
black mark. As a matter of fact, it has to do with the 
black crayon. The black crayon covers the lines 
unlike the other colors, which allow the lines to 
show through. So, what you have is a colored car- 
toon with the lines showing through except where 
there is black, where it will be a black blob. That is 
the case unless you are very careful to stay within 
the lines, but how many 3-5 years olds can do that, 
especially with a mouse? -Steven Greenlee 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 


SOE. Wayls-to Pip ur 
Ww ngs OvT. 


If you think you’re good at games, then let’s have some real 
fun. When you’re online with GEnie® Multi-Player Games, 
you’re playing real people, in real time. Some of the best play- 
ers around the world. © Splash a bandit in Air Warrior’, and 
you’ve just taken out eight other guys, who’ll be back gunning 
for you. Blast a MechWarrior® in MultiPlayer BattleTech™, and 
who knows? Could be that jerk from the coast. Could bea 
mercenary who’s looking for a few good friends. 0 With GEnie, 
the possibilities are endless, the people are terrific, and even 


AIR — f MULTIPLAYER BATTLETECH™ 


corporation— 


the prices are competitive. So put some new life into your 
joystick, and sign on. We’ll see just how good you are. © Sign 
up now: |. Set your modem for half duplex (local echo) at 
300, 1200 or 2400 baud. 2. Dial toll free — 1-800-638-8369. 
Upon connection, enter HHH 3. At the U#= prompt, enter 
JOINGENIE then press RETURN 4. At the key code prompt 
enter AGL428 5. Have a major credit card or your checking 


account number ready. © For more information in the 
U.S. or Canada, call 1-800-638-9636, TDD 1-800-238-9172. 


GEnie. 


multi-player games 


100% ORGANIC OPPONENTS 


Air Warrior i: a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 


DIGBY GETS LOST/FOUND IN 
3 DIFFERENT ADVENTURES! 


THIS IS THE FOLLOW-UP RELEASE TO SHELLEY DUVALL’S 
AwWarb WINNING IT’s A Biro’s LIFE. 


Remember Shelly Duvall? She was the 
mother/wife in “The Shining” and Olive Oil in 
“Popeye.” She has been spending the last few 
years doing children’s television. She has been 
able to talk her Hollywood friends into starring in a 
number of television adaptations of fairy tales. 
Duvall is the driving force behind the exceptional 
Fairy Tale Theatre productions seen mostly on 
PBS. Now she is diving into the children’s software 


Digby’s Adventures 


by Sanctuary Woods 


386/DX, SVGA, 4 MB RAM 
Windows 3.1 
Available for MPC and Macintosh 


Requirements: 


Designed by: Sanctuary Woods 


Distributed by: Wood 
Retail Price: 939.95 
Hard Drive Space: 4 Meg 


Age: 3-7 


water and her first title, It's a Bird Life, garnered the 
respect of the industry. Digby’s Adventure is the 
second title in the series and features the adven- 
tures of the one-pound dog. 

There are three stories in the program, but each 
deals with the same topic: getting lost. Helping 
Digby find his way home are an assortment of col- 


Dighy gets lost, but a friendly skunk teaches him how 
to tell directions. 


Now JOURNAL WRITING IS 
MADE EASY FOR KIDS. 


Bic Top PRODUCTIONS INTERACTIVE WRITING JOURNAL IS 
MORE THAN JUST WRITING DOWN ONE’S THOUGHTS! 


Journal writing is used for everything from thera- 
py to fodder for novels and now kids have a pro- 
gram to encourage journal writing, plus stay orga- 
nized. The Keroppi Day Hopper is an excellent 
piece of software that is educational and functional 
as well. 

As you would expect, there is an area in which 
your child can write down their thoughts on a daily 
basis. The program is not open for anybody else’s 


Keroppi Day Hopper 
by Big Top Productions 


386/25 Mhz, 4 MB RAM, 256 
colors, Windows 3.1 


Requirements: 


Hard Drive Space: 6 Mec 
Age: 4-8 
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prying eyes though. Your child enters their own 
password so they will be the only ones to have 
access to the journal. This is very important to 
young journal writers and is a privacy every adult 
should respect. 

Besides the journal, there is a day-by-day, weekly 
and monthly calendar. The planning events calen- 
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Keroppi means “ribbit" in Japanese. The game is easy 
to jump into and use. 


Digby's owner is Shelley Duvall who is doing wonderful 
things with kid’s television and software. 


orful cartoon characters. Not only do these charac- 
ters help Digby, they also teach him “life lessons.” 

In one story Skunkly teaches Digby how to use 
common sense and self-respect. Noticing that 
Digby is embarrassed about his small size, 
Skunkly show him how to feel good about himself. 
Bertram the St. Bernard gain the self confidence 
he needs to compete in a dog show (besides find- 
ing his way home) and lastly, Duffy the tabby cat 
teaches Digby that even very different animals can 
be friends. 

Besides all the lessons to learn there are nine 
games and puzzles to play. Also each story screen 
is interactive, just click on everything. Digby's 
Adventures should win another award for Duvall 
and Sanctuary Woods. -Steven Greenlee 
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Keroppi Day Hopper also allows your child to keep an 
address book, as well as being a writing journal. 


dar is icon driven; a wonderful idea! Say your child 
wants to put on their calendar an upcoming test. All 
they have to do Is click on the day of the school 
test and then click on the “test” icon. It automatical- 
ly places the reminder on the selected day. There 
are 54 different event icons. 

Also, Keroppi Day Hopper has an address file 
and the alphabet tabs double as an xylophone! 
Besides being musical, when in the journal mode 
the keyboard keys emit zany sound effects when 
pressed. Then there is a doodling option, which | 
found very useful. 

Keroppi Day Hopper has several other elements, 
but there just isn't enough room to go on. However, 
with this creative and inventive title your kids will 
learn a skill to last a lifetime. -Steven Greenlee 


Friendly to your hand. 
_ Deadly to your enemy. 


If only you had knocked Now you can dogfight longer, with 


out one more target. less combat and flight fatigue. Plus, 
If only... there are qual fire controls, switch- 
No more alibis! Get a able fire buttons, throttle control, 


ad new grid on excitement = and more. Try FX2000. 
with FX2000. The advanced ergo- SO good, you 
nomic design improves pilot wont believe 
comfort and resoonse—whether its real. 
right or left-handed. 


aes FOR IBM & COMPATIBLE PCs. 
£22 Suncom 
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The Hardware Advantage for Entertainment Software 
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Falcon AT artwork by Spectrum Halobyte. 


THE NEXT SPIELBERG MAY GET 
HIS OR HER START HERE! 


Kid PIX IS A MULTIMEDIA PAINT AND ANIMATION 
PROGRAM THAT ALLOWS YOUR CHILD TO MAKE MOVIES. 


Brederbund has really beefed up their award-win- 
ning Kid Pix program in the new release, Kid Pix 
Studios. Kids as young three or four will be able to 
easily create their own multimedia paintings, ani- 
mations and movies. It is powerful enough that 
older children and even younger teens will be able 
to use it. 

Some of the new features include Moopies, 
Stampimator and Digital Puppets. Moopies is short 


Kid Pix Studios 


by Brederbund 


68020 or higher, 256 colors, 
System 7.0 4 MB RAM 
Designed by: Broderbund 


w)fole 


Requirements: 


und 
$45 


Distributed by: 
Retail Price: | : 
Hard Drive Space: 12 Full/7 Partial Meq 
Age: 3-12 


for “moving pictures” and this a fairly sophisticated 
paint program. There are 28 different Moopie 
brushes. 

The Stampimator lets the creator choose up to 
four animated stamps from a collection of over 300 
and animate them on the screen. The animations 


To make a movie just find the trucks and load your cre- 
ations into the trailers. They'll play one after another. 


WHY DO PEOPLE SNEEZE? 
WHY DO PEOPLE HICCUP? 


THESE QUESTIONS AND MANY MORE TODDLER-TYPE 
QUESTIONS ARE ANSWERED IN WHAT IS A BELLYBUTTON? 


Toddlers and young children have a thousand 
and one questions about the world they live and 
about their own bodies. IVI Publishing has adapted 
What Is A Bellybutton from the popular Time-Life 
for Children book of the same name. This interac- 
tive story book follows a day in the life of Elizabeth 
and her friends. Elizabeth is very curious about the 
biological nature of her body and wants some 
answers. This program answers Elizabeth ques- 


What Is A Bellybutton? 


by IVI Publishing 


Requirements: 386 SX, 4 MB RAM, VGA, 


Windows 3.1 
Available for PC and compatibles 


Designed by: IVI Publishing 
Distributed by: IV1 Publishi 


ale 
Retail Price 535 
-8 


Hard Drive Space: 232 KB 
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tions in an entertaining and easy to understand 
way. 

Many of the questions Elizabeth asks are com- 
mon ones we adults don’t think too much about. 
Some of the questions are: What happens to the 
food | eat? Why do | have to brush my teeth? Why 
do my friends and | have different skin colors? Why 


In one of the programs several games your child can 
rearrange hair on Elizabeth's friends. 
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The Digital Puppets is one of the new features in Kid 
Pix Studios. Mave him by pressing keyboard keys. 


Puppets offer a selection of characters and the 
ability to control its motions by using different key- 
board keys. These can be stand-alone animations 
or part of a longer movie. 

Each creative effort can be saved for later use in 
a movie. When your little director is ready to put 
the movie together, they choose the sequence in 
which the saved creations will be presented. All 
they have to do is indicate which file they want by 
filling in the truck trailer. When the movie runs, the 
truck trailers will not be included. 

There is more to Broderbund’s Kid Pix Studios; 
more new features and many improvements to fea- 
tures carried over from Kid Pix. Regardless, kids 
have a real program here with which to exercise 
their imaginations. -Steven Greenlee 


Elizabeth asks questions about the human body, and 
luckily, Baxter the Teddy Bear has all the answers. 


do | have to get a shot if | don't feel sick? There 
are 13 questions altogether. The questions are 
presented in an animated sequence where Baxter 
the Teddy Bear answers Elizabeth's question and 
then the child has the opportunity to click on the 
screen for additional interactivity. For instance, in 
the first screen your child can click on about every- 
thing on the breakfast table. Click on Elizabeth and 
hear her tummy rumble. 

Besides the animations, there are some games 
for your child to play. In learning about germs your 
child can move germinators around to eliminate the 
bad germs. There are several more. 

What Is A Bellybutton is a well-made and well- 
thought out early childhood education title. 

-Steven Greenlee 


GAMES FOR DADS 


Give Dad a winner this year, he’s got enough ties. 
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OXYD MAGNUM D)ongleware’s entirely new and riveting challenge U-BOAT Captain your own U-Boat in Deadly Games’ authentic re- 
for Oxyd experts and beginners alike. 100 new landscapes and many new __ creation of WWI1’s lethal hunter/killer. Winner of CGR’s Golden Triad 
game elements. IBM, Mac, Amiga. Christmas Special $42.00 Award. Headset included. PC Windows, Mac. Christmas Special $42.00 
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TUBULAR WORLDS Bring Dongleware’s exciting true arcade action M4 TANK SIMULATOR jis Deadly Games’ recreation of one tank 


to your personal computer. Smooth scrolling, hot music and an amazing _crew’s attempt to battle its way to Germany during the Normandy 


d 


arsenal. 1-2 Players. IBM, Mac, Amiga. Christmas Special $42.00 invasion. Headset included. PC Windows, Mac. Christmas Special $42.00 
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OXYD best Brain Game 93 — MacWorld. Game of the Year 93 — BATTLE OF BRITAIN IE An historically accurate re-creation of the 
MacWorld Australia. Game of the Year ’92 — Computer & Padagogik. greatest air battle in the history of warfare with the same plotting map used 
From Dongleware. IBM, Mac, Amiga, Atari. Christmas Special $42.00 by RAE From Deadly Games. PC Windows, Mac. Christmas Special $42.00 


Available at your local software dealer or call 1-800-228-6993. VISA/MC. 


‘Add $3.00 Shipping and handling for orders shipped within the U.S. Add $6.00 for foreign. 


TRAVEL IN TIME OR TRAVEL WITH 
THE ciIRCUS VIA CD-ROM. 


PARAMOUNT INTERACTIVE’S POPULAR PENGUIN TAKES 
YOUR KIDS ON EXCITING ADVENTURES. 


Paramount Interactive is following up its release 
of Lenny’s Music Toons with two new titles for kids. 
Lenny’s Time Machine and Lenny’s Circus allow 
your child to explore time and be an assistant ring- 
master all under the watchful wings of the penguin 
Lenny. 


In Lenny’s Time Machine there are 15 historical 
events your child can transport to and witness. 
Lenny accompanies your child into these time peri- 
ods and to have him the style of dress of the time 
just click on the zapper above Lenny’s seat. If at 
any time your child needs help all he or she has to 
do is click on the brain sitting near Lenny. 


As soon as you a character pop-up whack'em with the 
hammer and gain points. 


Lenny’s Circus & Time 


by Paramount Interactive 


386/25, Windows 3.1 
VGA 
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Requirements: 


Retail Price 49.95 
Hard Drive Space 6 Meg 
Age: 6-10 
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The very earliest time period your child can visit is 
the Paleozoic Era. Kids can’t get enough of those 
kooky old dinosaurs. Click on the center of the 
clock and it brings up a screen where everything is 
clickable. Some clicks will begin an animated 
sequence while others will pop up texts of related 
facts. If your child wishes they 
can click on the speakers at the 
top of the screen and hear the 
text read out loud. 

In addition to the interactive 
screen there is an opportunity 
to play some games related to 
| the Paleozoic Era. One game is 
| the Boneyard game. Your child 
find him or herself in a museum 
where there is a reconstructed 
dinosaur. The game begins 
when the bones all fall apart 
and your child has to put them 
back in place. It’s not as easy 
as it sounds. 
There are three levels of difficulty to § 
choose from, but when the dinosaur § 
is put back together correctly it will 
come to life. 

Another time period to leap into is F 
ancient Egypt. It has the same kinds 
of screens as the Paleozoic Era but § 
with time-related items instead. In all § 
time periods one can access the cre- § 
ativity screens by clicking on the § 
wrench. This brings up a screen § 
where your child can construct a | 
scene from the Egyptian period. Go J 
into the yellow book and there will be § 
a variety of background scenes to 


This is the midway of Lenny's Circus. Click on every- 
thing, they all will do something. 


These are areas which are more in tune with the 
Curiosities of young minds. 

In Lenny’s Circus the clown filled world is totally 
clickable and will engage your child with some 
interesting explorations. The first screen after the 
installation is the circus grounds. Here your child 
will find that clicking on the people and animals will 
cause them to go into a little animated sequence. 
Click on the sun and it changes. Click on the sky 
and it will turn dark or cloudy. Click on one of the 
caravans and it will open up into a game or 
explorable area. 

There are five main areas of play and it doesn't 
matter where your child begins. In the Big Top your 
child will be able to shot different characters out of 
a canon, bounce them on a trampoline or have 
them skinny across a tightrope. This area exercis- 
es your child’s understanding of basic science 


use. In some backgrounds you can Jn the clown tent you can rearrange the clown’s face until it's just the way 
click on different items and see relat- you want it. Click the camera and you can print it out 


ed Egyptian scenes. 

Once the scene has been created, your child can 
click on the camera and take a snapshot of it. This 
can be used later in a slide show. These scenes 
can be printed out to most printers as well. 

Times do not have to be explored in any particu- 
lar order. The arrows by the clock can zip back and 
forth through time allowing for unbridled explo- 
ration. Every once in a while click on Lenny and 
he'll make funny comments. Each area of Lenny’s 
Time Machine has a number of different education- 
al elements. Not only are famous people presented, 
but so are social customs, music and fashions. 


because it concerns weight, force, angle balance 
and logical reasoning. For instance your child has 
to figure out the right amount of gunpowder to load 
the canon up with in order to propel the character a 
distance where the clowns can catch them. 

In the Midway area there is a game very similar 
to the Wak-A-Rat game in LucasArts’ Sam & Max 
game. Here it’s called Crunch-A-Critter. It helps 
develop eye\hand coordination. 

Both of these titles are solid children’s games 
and are very playable. 

-Steven Greenlee 


FEATURES: 


HUMOROUS ANIMATION INTRODUCES EACH CATEGORY AND ALSO 
TELLS YOU IF YOUR ANSWER IS RIGHT OR WRONG 


1-6 PLAYERS INCLUDES FRIENDS AND FAMILY 


TWO MODES OF PLAY: CLASSIC AND FAST 


NOW AVAILABLE 
eee FOR MAC CD-ROM & PC CD-ROM. 


©1994 Parker Brothers, Division oe EOD: ation, 50 Dunham Road, Beverly, MA 01915 The trader Cabcamviane ie d the disti se ss ie n of the game board are registered trademarks of Horn Abbot Ltd. for the games distributed and sold in the U.S. under exclusive license to Parker Brothers. Division of Tor 
Corporation. ©1994 Horn Abbot Th Virgin is a regis pair ademark of Virgin Enterprises, Ltd. Software dev Technologies 


DISCOVER WORLD HISTORY 


WITH JUST A MOUSE CLICK. 


HISTORICAL EVENTS COME ALIVE WITH HYPERTEXT, STILL 
PHOTOS AND VIDEO IN MULTIMEDIA WoRrLD History. 


“Take The Mystery Out of History” is the subtitle 
for the Bureau of Electronic Publishing’s newest 
title: Multimedia World History and it does make 
exploring time gone by interesting and fun. 

Like most multimedia titles, World History has 
major exploration areas subdivided into even richer 
areas of detail and cross-references. The major 
areas in World History are: This Day in History, 
History by Category, Gallery, Timeline and Search. 


World History 


by Bureau of Electronic Publishing 


386SX\25 Mhz, 2 MB RAM, 
VGA, Windows 3.1 
Distributed by: Bureau of Electronic Publishing 
Retail Price: D79.95 
Hard Drive Space: 4 Meg 


No. of Players: One player 


Requirements: 


You can call up any date to find out the major 
events that occurred on that date; in Gallery, you 
can access pictures, videos and animations; in 
History by Category, you can even further narrow 
your search topic in categories of theme, time peri- 
od, author, title and region. 
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This is the only =a of Cleopatra ices by 


scholars and experts. 


DO YOU LIKE SLIDING DOWN 
A MOUNTAIN ON STICKS? 


THEN SKIER’S ENCYCLOPEDIA ON CD-ROM IS JUST THE 
ITEM YOU NEED TO PLAN YOUR NEXT SKI TRIP! 


Some of my best friends are snow skiers and | 
think they will love the Skiers Encyclopedia from 
RomBoy. This CD-ROM was born out of a love for 
snow skiing by the company’s founders and touch- 
es upon just about every topic of concern to skiers. 

The CD is made up of three different sections: 
Interactive Ski Lessons, Skier’s Almanac & Atlas 
and Equipment Information. If you want to improve 
your technique, RomBoy has tapped the talents of 


skier’s Encyclopedia 


by RomBoy 


386 SX, 4 MB RAM, VGA, 
Windows 3.1, Mouse 
Available for: MPC and compatibles 


Designed by: RomBo 
Distributed by: a 


Retail Price: 
Hard Drive Space: : re 
No. of Players: One player 
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Requirements: 


actual resort instructors to teach the basics. The 
video segments can be a big help to eager skiers 
wanting to improve their style. 

If you ever wondered how they make ski goggles, 
RomBoy will actually take you, via video, into a 
goggle-making plant; it’s fascinating! There are sev- 
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All trail maps can be zoomed and the top 10 resorts 
even have a 3D fly-by of the mountain. 
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Included in CD is a quiz game. Wherever you are, 
access the quiz icon and a question will pop up. 


The hypertext makes following a thread very con- 
venient while many words come with an audio pro- 
noucer. If you chose, you can access topics, titles 
and pictures\video directly. You'll see that if you 
peruse the famous people database it contains 
many historical bios ranging from Shah Abbas to 
Boris Yeltsin. Most are accompanied by pictures or 
portrait drawings. 

Multimedia World History is rich in detail even if a 
tad cumbersome to use. It is not the slickest multi- 
media title out, but it is a satisfactory product. 
History afficionados and students will certainly find 
it adequate. One note: in the setup instructions it 
has the usual instruction to run D:\Setup: this is in 
the MWH directory. -Steven Greenlee 
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Experts are presented on video to give you helpful tips 
on how to careen down steep mountain sides. 


eral other equipment areas to explore. 

The really big attraction of the Skier’s 
Encyclopedia is the almanac and atlas. If there are 
any resorts in North America that aren't listed in the 
almanac, their ski runs must be the size of a mole 
hill. Just about every resort in the U.S. can be 
found in the almanac. Many of the resorts’ trail 
maps are included in this section. This includes 
information on snowfall, average temperatures, lift 
tickets, dining, lodging and much more. 

| like this title because, while | don't ski, | do like 
dressing up in the snow attire and sitting around the 
lodge drinking hot toddies and looking suave. 
Skier’s Encyclopedia even helps us faux skiers. 

| did notice there aren't very many resorts in the 
south. Why is that? -Steven Greenlee 


IMAGINATION! 


Head Games, Head to Head. 


It's a lot more fun to see what your competition really looks like. 
Install the disk that came with this month’s issue, and get 


5 FREE HOURS to explore The ImagiNation Network. 
0-462-4461 ext. 781 


Source Code: 781 Offer good through 1/31/95 


If somebody beat you to it, call: 1-80 


THE CIVIL WAR, DINOSAURS & 


ANATOMY ARE YOURS TO EXPLORE! 


THREE NEW CD-ROM TITLES FROM SOFTWARE MARKETING 
CORPORATION OFFER A VARIETY OF INTERESTING TOPICS. 


America’s Civil War 


The War Between the States still holds the inter- 
est of many people and this title will be welcomed 
by many Civil War enthusiasts. 

America’s Civil War contains detailed maps, 
video clips of re-enactments and some 1200 still 
photographs. | don’t believe I’ve seen as many pho- 
tographs as this title contains. In addition there are 
many written text stories detailing personal 
accounts of the war including amusing anecdotes. 

The extensive search capabilities make 
America’s Civil War very attractive. You can search 
for tidbits of information by date, name, event, 
blockade, invasion, profiteering, retreat, artillery, 
cavalry, anecdote, intelligence, secession and 
more. If you can think of a search keyword, you will 
most likely be able to use it in for the search. 

Besides all the known facts, there are tons of little 
known facts, like: do you know why Wild Bill 
Hickock was a Union scout? Or did you know that 
the last shot fired in the war wasn’t even in the 
United States? Other facts like the war-time inven- 
tions of instant coffee and aerial reconnaissance 
are fully documented. 

You'll have access to many events by simply 
pointing and clicking the mouse. After you choose 
which map region to explore, you'll notice icons will 
appear on the map. Some 47 icons represent a 
variety of events occurring in the area in which they 
sit. The icons show battle victories as well as inva- 
sions, sieges, troop movements, blockades, new 
battle tactics, artillery\weapon placements. An inter- 
esting addition to these icons are ones which 
denotes assassinations, civil unrest, intelligence 
operations and atrocities among many more. 

America’s Civil War can be explored using a vari- 
ety of criteria that you can select and change any- 
time. There is so much rich information and detail 
here | would think any Civil War buff will be 
impressed. It’s easy to lose complete lack of time 
while digging into this CD. 


Dinosaur Museum + 


by Software Marketing Corporation 


Windows 3.1, 386SX\16, 4 MB 
RAM, VGA, MSCDEX 2.2 
Available for: MPC and compatibles 


SMC, Perspective Visuals, 


Requirements: 


Retail Price: $59.95 
Hard Drive Space: 1 Meg 
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Dinosaur Museum 


We've never seen any, but through technology 
we can bring those ancient creatures alive in CD 
titles such as this. The Smithsonian Institution 
Dinosaur Museum enables anyone to sit down and 
explore the world of dinosaurs, the dinosaurs them- 


Dinosaur Museum 2.0 = 


File Reference Passage Museum Meso2oic 


There isn’t a whole lot of McKay's classic Gertie left 
Here’s one frame that does remain. 


selves and enjoy viewing “dioramas” all from one 
CD-ROM. 

There are three main exploration areas: the 
Library, Conservatory and Game Room. The 
Library contains three books; the Triassic, Jurassic 
and Cretaceous. Each book then has six topics for 
you to explore. Those topics include skulls, skele- 
tons, dioramas and more others detailing the time 
period and dinosaurs you have chosen. You can 
also choose the 3D views topic and with a 256 
color monitor and the included 3D glasses you can 
view the dioramas with the 3D effect. 

The Museum Room has at least 12 different 
areas all accessible by clicking on the associated 
icon button. Every aspect of a dinosaur; its anato- 
my, life and environment can be explored. 

In the Conservatory contains such topics covering 
myths, extinction theories and famous paleontolo- 
gists. A pleasant surprise was the Dinosaurs in the 
Movies area. Just click on a movie reel and you'll 


=| Dinosaur Museum 2.6 =] 


Visit some of our massive predecessors in a museum 


setting. 


8 The Battle of Antistam 


Shaimmebura, MU ous 


During your othe of the | detalii many events 
will have extensive text along with video clips 


see a movie Clip featuring a dinosaur. There are 12 
movie clips from seven different movies including; 
One Million Years B.C. (starring Raquel Welch), 
Lost World and Valley of Gwangi (with Ray 
Harryhausen special effects dinosaurs). One of the 
more interesting clips is from Windsor McKay’s 
1912 movie Gertie. 


Bodyworkse Voyager 


This will be the second reference to Raquel 
Welch on this page, but remember her role (wear- 
ing a very tight white jump suit) in Fantastic 
Voyage? Well, Bodyworks® Voyager is something 
akin to the that movie plotline. The only difference 
is this CD-ROM is also heavy on the educational 
aspects of anatomy. 

The game aspect goes as follows: the year is 
2094 and the human race is infected with a mutat- 
ed virus called Superbugs. If the Superbugs aren't 
stopped, the human race can kiss itself goodbye. 
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Edit View Search Hi 


Receive data on various people of the American Civil 
War by simply pressing a button. 


You have been selected to go on a mission which 
will save humankind, if successful. You will get real- 
ly really small and be inserted into a Superbug rav- 
aged body. Your mission: search out the bug and 
destroy it! Your weapons are super-charged anti- 
body warheads. 

The game play is quest oriented and you receive 
commendations for each mission successfully com- 
pleted. Along with each mission you will have to 
learn new facts about human anatomy in order to 
succeed. This can be accomplished by accessing 
the extensive medical database. 

Bodyworks® Voyager is entertaining and educa- 
tional with decent graphics and an average inter- 
face. -Steven Greenlee 
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The stars are ou—and theyre ready to play! 


Multimedia Celebrity Poker combines the magic 
of Hollywood, the fun and excitement 
of poker, and the interactive experience 


of CD-ROM technology for Windows. 


Grab a chair and ante up with Joe Piscopo 
of Saturday Night Live fame, Jonathan Frakes 
from Star Trek: The Next Generation/“and 
sexy Morgan Fairchild, whose TV hits 
include Falcon Crest and Flamingo Road. 


Celebrity Poker is outrageous fun and realistic 
entertainment like you've never played before. 


Lights. ..Camera... Deal! 


Actual IBM screen shot. es ase 
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Multimedia Celebrity Poker is availa 


software retailer or order direct from New World Computing at NEW Wwe R | D CO MPUTING TH @ 
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* org gt : ©1994 New World Computing, Inc. Multimedia Celebrity Poker is a trademark of New World Computing, Inc. 
New World Computing and its distinctive logo are registered trademarks of New World Computing, Inc. All other 
trademarks belong to their respective holder(s). Alll rights reserved. IBM screen shown. Actual screens may vary. 


(818) 889-6070 outside the U.S,, or by mail 
P.0, Box 4302, Hollywood, (A 90078-4307. 


TEAR THROUGH IRAQ LIKE A 
TEXAS TORNADO. 


THIS NEW ADD-ON ALLOWS YOU TO BE AT THE CONTROLS 
OF A TORNADO JET DURING DESERT STORM. 


The release of a new add-on pack for Tornado 
seemed have uncanny timing. This add-on contains 
18 new Desert Storm missions. Also, there are 
three new European arenas containing 54 mis- 
sions. 

The Tornado is a British low-level bomber with 
sweep wings. You can sweep the wings forward for 
low level flying or sweep them back for higher alti- 
tude and speed maneuvering. For the people who 


Tornado: Desert Storm 


by Digital Integration 


386\16 Mhz, 1 MB RAM, VGA 
DOS 5.0, Mouse 


Retail Price: 929.95 
Hard Drive Space: 13 Meg 


No. of Players: 3 One player 


Requirements: 


already own the original Tornado, after the installa- 
tion of this add-on you will have a new war zone- 
number four. Also, these pre-planned missions are 
based on the low-level missions flown in the early 
days of Desert Storm. ) 

Some of the stronger points } 
of Tornado is the ability to plan | 
out your missions. Just about | 
everything you need to make a | 
run is available to you. 
Accessing the maps and | 
arranging flight plans is just a | 
mouse click away. It’s very | 
easy to set waypoints, altitude | 
and airspeed options. Since the | 
Tornado is suited for low level | 
ground attacks, you will have a | 
wide array of weapons to use | 
including laser guided bombs, | 


| REMEMBER WHEN ME AND 
PATTON WAS TANKED AND... 


NOVASTAR RELEASES TWO NEW SCENARIO DISKS COVERING 
Word War Il TANK CAMPAIGNS FOR TANKS! 


First of all, there’s good news for you current 
holders of the earlier Tanks! version. Some of the 
complaints registered with this version have been 
resolved and version 1.2 should make Tanks! more 
playable. Some of the things changed in the ver- 
sion 1.2 is that the mortar firepower has been 
reduced considerably. Air power versus armored 
units has been reduced. Units with transport cannot 
cross water terrain unless the vehicles can cross as 


Tanks! Disks #2 & #10 


by Novastar 
386\33, 2 MB RAM, Dos 5.0 


Requirements: 


No. of Players: One player | 
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well. No longer will the game crash if you have the 
computer set on Strong Al and then proceed to 
overrun an enemy unit. Lastly, the morale\control 
values have been changed to readjust casualty 
losses. Now the five minute turns in non-modern 
scenarios will take about 10 minutes per turn. 


The quick one disk install automatically puts the new 


scenarios in the file manager as an option. 
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ALARM and cluster bombs. 

While Tornado was not as popular as other flight 
sims, the designers at Digital Integration are work- 
ing hard to offer to the fight sims lovers a realistic 
and detailed game. 

-Steven Greenlee 
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the Germans will not surrender even if you ask them. 


Otherwise, there are plenty of new scenarios to 
play in disks 2 and 10. 

scenario disk 2 has France the arena from 1940 
onward. The scenarios include Arras, Sedan, 
Flavion, Seelowe, Hannut and Abbeville. There are 
10 scenarios all together. 

Scenario disk 10 are Remagen, Singling and sev- 
eral hypotheticals. There are 12 scenarios on this 
disk. 

Installing the new scenarios is quick and easy. 
Make sure the original Tanks! is already on your 
hard and the new scenarios will be included in the 
file manager. Just click on the scenario you want to 
play and your off and tanking. 

There are eight more scenario add-on disks 
planned for release this year. | -Steven Greenlee 


On CD-ROM 
for IBM & 
Compatibles 


This is space combat . 
at its very best — as only 
CD-ROMcan deliver! — 


FASA’S)RENEGADE, 
_ LEGION: INTERCEPTOR® 


Just how hot does it © 
look? The awesome ariwork you see here © 
is composed from attial game graphics! 
Once you dogfight in space Renegade-style, 


you'll know whatilt’s like fo really sweat bullets! 


WANT TO SAVE YOUR 


SCREEN, WHO DO YOU CALL? 


BERKELEY SYSTEM IS NOW OFFERING ALL OF THEIR AFTER 
DARK SCREEN SAVERS ON ONE CD-ROM. 


Yes, the entire After Dark collection is now avail- 
able on one compact disk. There are some 80 mod- 
ules in this collection for both the Macintosh and 
PC. In addition to the screen savers, users will be 
treated to the first recording of the pop tune “On 
Mighty Toaster Wings” sung by (ready) Flap Master 
T and the Toastettes. Now that the lawsuit with 
Jefferson Airplane (Starship, etc.) has been settled 
we'll probably be seeing the flying toaster logo 


After Dark Collection 


by Berkeley Systems 


386, Win 3.1, VGA, 4 MB Ram 
System 6.0.7, Multifinder 


Requirements: 


Available for: MPC and Macintosh 
Designed by: Berkeley Systems 


Distributed by: Berkele : 
Retail Price: 939.99 


Hard Drive Space: 9 (PC), 7(Mac) Meg 


No. of Players: One player 


much more. The flying toaster was an old Starship 
album cover and the lawsuit concern a copyright 
infringement, but Berkeley Systems prevailed. 

The Complete After Dark Collection also comes 
with the EcoLogic feature which allows for power 
management, password protection and includes the 
ability to use the After Dark displays as desktop 
wallpaper. 

Some of the modules include Satori, Bad Dog, 


l-F | WERE A CARPENTER | 
WOULDN'T NEED THIS CD! 


PBS’s “HOMETIME” IS MITERED FoR CD-ROM Ano Is 
EVEN HOSTED BY DEAN JOHNSON. 


It doesn’t make any difference what time of year it 
is or what the weather is like, you now have an on- 
demand helper to get you going on that home 
remodeling project-Dean Johnson. 

Johnson is host of the popular public television 
show “Hometime” and you now have access to his 
expertise via your computer. Hometime Weekend 
Home Projects covers some 60 different projects in 
12 main areas of remodeling. Some of those areas 


Hometime Weekend 


by IVI Publishing 


486\SX 25 Mhz, 8 MB RAM, 256 
VGA, Windows 3.1 


No. of Players: One player 


Requirements: 
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include ceramic tiling, plumbing, wallpapering, dry- 
walling, framing, wiring, lighting, flooring and build- 
ing a deck. 

Pick a subject area from the main screen and 
Click on it. You will be given another screen listing 
several options. These options include a descrip- 
tion of the tools you need, the materials you'll need, 


areas and a hints area. 


School of Fish (like the band), Can of Worms, 
Rainstorm, Warp, Bugs, Snakes and Flying 
Toasters. Of course, don’t forget Lunatic Fringe a 
surprisingly fun arcade game. 

More recent releases like the Star Trek and 
Marvel Comics screen posters are not included in 
this package, but this is the definitive After Dark 
collection. 

-Steven Greenlee 


Peses N 


Me Thee 


eaging @ walipaper bor 


¥. Mig ian 


Dean Johnson uses short video clips to show you how 
to do the job step by step. 


tips and more. All these areas are accompanied by 
animated video clips or real video clips featuring 
Johnson. 

Also, you can keep track of your project with the 
handy notebook which is included in the program. 
There you'll also find a calculator and direct access 
to the database functions. 

SO, if you need to know how to “book” wallpaper 
or mud and tape this is the title for you. There are 
few concerns though. The program engine is not 
very cooperative with Windows. | got some applica- 
tion error messages on my boot-up that | had never 
seen before. | know video intensive programs are 
quirky and this one is no different. It was slow to 
load and seemed to labor while running despite my 
tweaking system configurations. -Steven Greenlee 


Twisted Villain Twisted Logic Twisted Games 


“TT BLEW ME AWAY!” Electronic Games 
“Blown Away uniquely blends multiple genres for a true interactive experience.” -Computer Player 


CRON ry 
WINDOWS} «8 


For produc and sales information, call IVI Publishing at 1-800-432-1332. 
N y/ Game ©1994 IVI Publishing, Inc Metro-Goldwyn-Mayer Pictures Inc. and Imagination Pilots, Inc. Distributed by IVI 
emg 1 — —— - ee CI hen der bce a en of ars eek pgp ; 
TIPUBLISHING Blown Away” Metro n-Mayer Inc. an 10 n-Mayer Pictures Inc. and lice 
gigas L&M, if used by permission. ii Rights Reserved. All other marks are reliant of their respective abe: 


IT’S SLEEK. It’s Fast! It’s 


THE STAR TREK MANUAL! 


SIMON & SCHUSTER'S STAR TREK: TNG THE INTERACTIVE 
TECHNICAL MANUAL IS WAY TOO COOL! 


It something of cliche that no matter what the 
product, if it is a Star Trek item it is instantly a hit 
regardless of quality. Simon & Schuster has the 
definitive Star Trek: TNG collectable, though, of 
high quality and highly entertaining. Star Trek: TNG 
The Interactive Technical Manual is now available 
for the Macintosh and very soon for the PC. This is 

. .well, | can't think of a word big enough to 
describe my reaction to this release. 

This manual does everything you would think that 


ST:TNG Technical Manual 


by Simon & Schuster 


Requirements: LC II\Performa 460, 8 MB RAM, 
256 Monitor, System 7.0.1 


Hard Drive Space: 7 Meg 


No. of Players: One player 
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a technical manual would and much more. The 
folks at Simon & Schuster took their cameras on to 
The Next Generation set and through their CD- 
ROM wizardry allows you to explore the good ship 
Enterprise like you've never been able to before. 

One of the very first things you'll notice when you 
get into the program is that you have the ability to 
pan up and down and all around where ever you 
are. This is just one of the most exceptional fea- 
tures you could ever want in a tech manual. If 
youre standing on the bridge you can turn all the 
way around, look up, look down, move just like 
you're actually walking on the bridge. 

Another aspects of the tech manual you'll notice 
is that the graphics are simply superb. Then the 
entire program runs in the new and improved 
QuickTime®VR 2.0 which makes the manual look 
very pretty. The segues between scenes is 
smoother than a baby’s behind and seemingly 
effortless. It is a joy to explore the U.S.S. Enterprise 


pavruens save 


BF oxseRVATION LOUNGE 


| You can examine different rooms and areas of the ship 


in a detail not found in any other software of this kind. 


NCC-1701-D. 

The manual has the look and sound of the 
Enterprise computer even including the voice of 
Majel Barrett Roddenberry. She voices the text for 
all the major areas of exploration. Otherwise there 
are extensive written texts detailing every part of 
the ship real or unreal. 

Not only are there written texts, but in many areas 
there are detailed illustrations. These can be found 
mostly in Engineering. In some cases you can click 
on the illustration and it will initiate an animated 


| sequence further detailing how a particular piece of 


machinery works. The key word that best describes 
the entire manual is detail. There are levels and 
levels of detail which can be accessed. 

There are three ways to use this manual: the 
Guided Tour, Explore and LCARS Index. The 
Guide Tour host is Commander William Riker. 
Jonathan Frakes will lead you on a room-by-room 
exploration. You can interrupt the tour at any time 
and go off do other things with the manual. Then if 
you want to continue the tour, it will take up where 
you left off. 

Another way to use the manual is Explore. This is 
a free and unrestricted method to go where you 
want in no particular order. You literally can walk 
around by panning in the direction you want to go. 
If there is something you want to see up close, 
move that way and then zoom in. If you don’t want 
to walk across the floor, explore with your mouse 
until you find a person icon. Clicking on that icon 
will zip you over to that area. If you click on a door, 
it will take to a Locations Menu where you can con- 
tinue the exploration of that area or move on to a 
different area. As you look around a room you may 
find any number of hot spots. Clicking on these 
spots will access video clips, animated technical 


Worf's quarters are full of Klingon items which you can 
zoom in on and examine. 


ADVANCED 


BY SOU 


ACCEPT NO Ih 


The New Sound Blaster AWE32." 
NS Introducing the wave of the future: the new Sound 
Blaster AWE32. It combines advanced wave table 


Sound 
synthesis, a powerful digital signal processor, and 


the hottest audio effects all on the same sound card. That’s 
why it’s the next generation PC sound standard. 

The Sound Blaster AWE32 puts the world’s purest 
music synthesis technology (from E-mu Systems) inside your 
PC. It also includes effects like chorus and reverb for 
increased depth and richness. And QSound so you can 


position sounds in 3D. It even comes with downloadable 


[aac emiseneresany SOUND BLASTER AWE32 INCLUDES: 


SOUND BLASTER AWE32 GENERAL MIDI INTERFACE 
TRUE 16-8IT CD SOUND THREE CD-ROM INTERFACES CREATIVE WAVESTUDIO™ 2.0 
ADVANCED WAVEFFECTS ~ MICROPHONE QSOUND CONTROL PANEL 


HSC INTERACTIVE SE 


CREATIVE ENSEMBLE™ 
CREATIVE SOUNDO'LE™ 


SYNTHESIS SOFTWARE INCLUDES: 


32-VOICE POLYPHONY CAKEWALK APPRENTICE 


SAMPLING SUBSYSTEM FOR WINDOWS CREATIVE MOSAIC 


SoundFont™ technology, so you can add to the library of 
sampled sound effects and instruments. And the latest speech 
technology, so you can navigate through all the major 
Windows” applications using voice commands. 

Of course, it’s a Sound Blaster. So it makes all your 
favorite games and software sound more outrageous than 
you ever imagined. All this sound technology could cost you 


thousands. But the new 


Sound Blaster AWE32 is 


only $399* No other sound pe) BLASTER AWE32) 


wi Tecty™ Sy 


card comes close. Sound 
interesting? Visit your 


local Creative Labs dealer. 


Or call 1-800-098-6277. 


GSREATIVE LAB Ss ING. 


the Sound Blaster and Creative logos are trademarks of Creative Technology Ltd. All other trademarks are the property of their respective owners. 
U.S. inquiries: Creative Labs | -800-998-5227 or 408-428-6600. International inquiries: Creative Technology Ltd., Singapore, TEL 65-773-0233 FAX 65-773-0353. 


TEN FORWARD 


In the domain of Guinan you can examine the bottles of 
synthehol or stand behind bar and look into space. 


diagrams, specification texts and more. Each area 
of the manual has a primary topic and then Is divid- 
ed into sub-topics. The sub-topics can be accessed 
by clicking on the sub-topic name located in the 
gold element bars. Even some of the sub-topics 
have sub-sub-topics. 

The third method of exploration is by using the 
LCARS Index. This presents every area, object or 


M/AR SYSTEM 


LAVA REACTION ASSEMBLY 
| | MAGHETIC SONSTRICTION SEGMENT 
LIA RERCTION INJECTORS 
LAVA REACTION CHAMBER 
| | DiLITHIUM CRYSTAL PLASMA REACTION 


The WARP drive system is explained in detail and even 
makes reference to an original episode. 


topic included in the manual in an easy to use 
alphabetical order. You can browse the listings and 
if you find one you wish to explore just click on it. 


This is the PADD Captain Picard uses to review the 
Personnel Roster in “Homecoming”. 


While this is a handy way to get where you want to 
go, don’t use this during your first few forays into 
the manual. The other two methods of navigation 
are exciting interactive modes which produce an 
effect which the LCARS mode dilutes. Being able to 
walk around the ship is an exciting activity in of 
itself, where just popping to an area kind of takes 
away from the “you are there’ feeling so excellently 
produced by the other two modes. Once you have 
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experienced the other modes, by all means take 
advantage of the LCARS index. 

The manual also includes many behind the 
scenes comments. When available, these tidbits of 
information can be accessed by clicking on the red 
button located on the blue menu bars. Some of 
things you learn is the Personal Access Display 
Device (PADD) used by Captain Picard during the 
episode “Homecoming” contains the names of the 
show’s crew. But you won't be able to zoom the 


BED DISPLAY 


As with most areas, many of the consoles can be 
zoomed and the computer will explain their workings. 


pictures found in the manual or recorded on the 
VCR large enough to read them. Actually, the 
names have been purposely engineered not to be 
read by viewers of any kind. The same goes for the 


HOLODECK 


How does the Holodeck work? it is explained in 
detailed and you can even run a simulation. 


commissioning plaque found on the bridge. It can't 
be read either. Some of the other things to look for 
is how Gates McFadden (Dr. Crusher) is a stickler 
On keeping her props consistent and how the auto- 
matic fire suppression system was developed. 
Travelling from area to another is an adventure all 


EMERGENCY OPS 


| | FIRE SUPRESSION 
| t RESCUE & EVAC OPERATIONS 


Each station is shown in glorious detail. Some stations 
are even functional! Click on them to find out how. 


SICKBAY 


STAFF 
2 SS SSS 
rT EMERGENCY MEDIOAL DPERATIONS 


You can search through Dr. Grusher's office and then 
walk out and into main Sickbay. 


its own. There are two ways to get around from one 
area to another; jump or transit. Jump pops you 
right into selected area. Transit, on the other hand, 
transports you. First it will show you where on the 
Enterprise you are located and then it will show you 
where you are going. Then it will automatically walk 
you there. You will enter the correct Turbo Lift and 
zipped down the appropriate corridor to the location 
you have selected. You can not walk down the cor- 


RESSIKAN FLUTE 


There are many objects which can be zoomed in on and 
examined. You can even open some drawers. 


ridors manually because it wasn't that interesting 
and the designers wanted to put more oomph in the 
main areas of the ship. 


BRIDGE 


A LFUGHT CONTROL (CONN) 
rT OPERATIONS MANAGEMENT 


This is just one of the many different views you see as 
you walk around the Enterprise Bridge. 


Star Trek: TNG Interactive Technical Manual con- 
tains much much more. Hours of exploration await 
in this very handy reference title. Trek acolytes will 
revel in its authenticity and attention to detail, while 
just plain fans will appreciate the graphics and the 
tons of Trek trivia. 

Star Trek: TNG Interactive Technical Manual is 
the must-have Item of 1994/95. -Steven Greenlee 
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Flying Te nest. 
Just Got Better. 


Look for CH Products’ 
FLIGHTSTICK PRO & 
in both IBM & ls 
PC-compatible and E os BS 


Macintosh versions iil The First 300-compatible Systems Joystick 


where you buy 
FLIGHTSTICK PRO} , 
for 3DO systems. ; ee >» 
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Get into combat with the stick that lets you finish first. ELIGHTSTICK PRO for 
3D0 systems is the ultimate battle stick for 3D0 pilots. Simply plug the joystick 
into the 3DO Interactive Multiplayer™ systems, and the throttle, trim controls, 
and fire buttons work instantly. Activate radar, arm and disarm weapons, and 


Fly The Best! view about your aircraft without ever removing your hand from the stick. 
Trigger and three firebuttons give you the full range of combat features, while 
four-way viewing gives you total command of your aircraft. Four push buttons 

increase your level of play by offering all the capabilities of the control pad plus 
4 more! Increase the intensity of your favorite flight simulation, auto racing, and 
other games. 
PRODUCTS 
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THE BIGGEST HEADLINES OF 
THE YEAR THAT WAS. 


ARNIE KATZ RUNS DOWN THE TOP sTORIES OF 1994 
AND HOW THEY’VE AFFECTED THE GAMING COMMUNITY. 


(When company presidents need analysis of 
hot trends and future possibilities, one of the 
names on speed dial is "Arnie Katz." Writer, lec- 
turer, designer, consultant and assistant publish- 
er and editor of Electronic Games, Arnie turns his 
mind to the high-impact news stories of the just- 
completed gaming year.) 

One thing | love about electronic gaming is the 
constant changes. Just when things settle into a 
comfortable rut, the field whirls off in an unex- 
pected direction! 

Want an example? In 1977, when it looked like 
home electronic games would mean endless 
Pong variations for grade schoolers, Atari and 
Magnavox perfected the interchangeable car- 
tridge system we call video gaming. 

Another reason | love the unpredictability of 
electronic gaming is that | earn a good living 
charting those twists and turns. If today was just 
a rerun of yesterday, who'd pay to read about it? 

That's why | devote at least one of my columns 
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INTERACTIVE ENTERTAINMENT IS THE COMING THING, AND TRADITIONAL 


Virgin, getting Westwood in the process. 

Any huge deal has many ramifications, but one 
of the effects was to establish Viacom as a major 
provider of interactive entertainment. Besides its 
own Viacom Interactive, this media giant now has 
Paramount Interactive, Virgin, and Westwood. 


Doom Il sets sales records. At this writing, id’s 
latest first-person arcade adventure has sold 
roughly 800,000, and there’s no sign of a slow- 
down. Total floppy sales are sure to surpass one 
million copies, and there’s no telling what Doom 
lI will sell in other editions such as CD-ROM. 

This is actually two major stories in one. Doom 
ll is the first mass market game to emerge from 
home computing since Tetris, and its popularity 
signals a major shift in consumer taste. 

This game’s popularity speaks volumes about 
the potential of interactive electronic entertain- 
ment. It has the player involvement, excitement 
and accessibility that computer games must have 


MOVIE-MAKING STUDIOS ARE BUYING THE EXPERTISE THEY NEED TO COM- 
PETE AS PROGRAM PROVIDERS FOR HOME GAMING, TELECOMMUNICA- 
TIONS, THE DIGITAL HIGHWAY, AND INTERACTIVE TV. 


to reviewing the gaming year. With things chang- 
ing so fast, an annual retrospective is a way to 
help get our bearings. 

The last 12 months have proven unusually 
tumultuous for interactive electronic entertain- 
ment. This is a field in transition, and every day 
brings mind-blasting new headlines. Let’s look at 
a few of the more intriguing ones and see what 
they mean for us gamers in 1995. 

Viacom Buys Virgin. Actually this is the climac- 
tic event in a series of mergers and acquisitions 
that reminds me of the cartoon in which each fish 
is gulped by successively larger ones until a 
creature the size of Moby Dick swallows every- 
thing. 

In this deal, Westwood Studios was the succu- 
lent little minnow that served as the first bite. 
With hit titles like Lands of Lore 2, Kyrandia, and 
Lion King to its credit, Westwood is a jewel which 
many companies would like to add to their corpo- 
rate crowns. Virgin bought Westwood, and then 
Blockbuster bought Virgin to put it into the inter- 
active content business. Then Viacom bought 
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to reach beyond the current niche audience. 


The 3DO flies again! Remember 1992 when 
this multimedia box was the Next Big Thing? 
Remember when the same people said it was 
dead after last Christmas? They were wrong both 
times. 

The 3DO is not only alive in the US, but it’s one 
of this holiday season’s winners. A much lower 
retail price and about a dozen very good new 
games have engineered the turnaround. 


Hollywood embraces gaming. To borrow the 
line from Poltergeist: “They're he-e-e-e-re!” The 
Naughty Dog (Way of the Warrior)-Universal 
alliance is just one of dozens of ties being forged 
between Hollywood giants and entertainment 
companies. 

Interactive entertainment is the coming thing, 
and traditional movie-making studios are buying 
the expertise they need to compete as program 
providers for home gaming, telecommunications, 
the digital highway, and interactive TV. 


I'll save the detailed predictions for 1995 until 
next month, but it doesn’t take Nostradamus to 
foresee continuations of this trend. The Geffen- 
Spielberg-Katzenberg trio is only one of many 
major groups in the hunt to acquire computer 
entertainment publishers and development hous- 
es next year. 


Gaming embraces Hollywood. Hollywood's fas- 
cination with interactive entertainment is fervent- 
ly reciprocated. Sierra, Access, American Laser 
Games, Origin, and Acclaim are only some of 
the companies which are applying movie-indus- 
try technology and methodology to the produc- 
tion of multimedia games. 

And Capcom, Capstone and id are involved in 
game-related movie projects. It will be interesting 
to see if one of next year’s headlines is “Game 
movies score big at box office” or “Game movies 
drive companies into Chapter 11.” These are 
tremendous investments with both big up-side 
and downside possibilities. 


Sen. Lieberman attacks game violence. 
However much we may deplore the senator's 
election-year grandstanding, it is undeniable that 
the hearings he led brought the debate to a boil. 
several industry groups and individual compa- 
nies have introduced rating systems, supposedly 
for the guidance of parents, and it may take most 
of 1995 to bring everyone to a universal, under- 
standable standard. 

One unexpected consequence of the whole cir- 
cus is that it forced software publishers to stand 
up and proclaim their belief that electronic gam- 
ing isn't kids' stuff. Before the hobby can take its 
rightful place, we must banish the false image 
that gamers are all 12-year-olds. 


America On-Line signs millionth subscriber. 
The consumer-oriented computer network has 
doubled its membership in the last year, and 
only the system’s hardware could stem compa- 
rable 1995 expansion. 

A user friendly interface and eye-pleasing 
graphics put AOL on the fast track. Its’ new mul- 
timedia interface, the last step before broad- 
band, will keep it there. And as AOLers spread 
out through the Internet, that bastion of academ- 
ic sobriety will undergo a big shift in demograph- 
ics, customs, and behavior. 


CD-ROM explodes in the home market. By 
1995, there'll be more than 16 million installed 
drives, more than either brand of 16-bit video 
game. 

This is the year of the first big-budget multime- 
dia titles, like Under a Killing Moon and Wing 
Commander 3. And the best is definitely yet to 
come. 

-Arnie Katz 


truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playfield at once so you can alm your shots. 
A great pinball game has that unique quality of playability and never- 
ending challenge that keeps you coming back for...just one more 
game and a shot at your new high score! 


Washington Post- “Crystal Caliburn perfectly 
captures the essence of a great pinball machine." 


New York Times-"The realism is striking... 
[Crystal Caliburn} will be at the top of Silicon Santa's 
gift list this year.” 


Inside Mac Games - “ARCADE GAME OF THE YEAR" 


SYSTEM REQUIREMENTS: 


: 13” or larger 
monitor, 256 colors, and 
4MB RAM. 


: 386 or higher 
microprocessor, Microsoft’ 
Windows 3.1, 256 color 


Computer Game Review- “Crystal Caliburn sets a new 
standard. For realistic pinball on a computer, there's 
nothing like this game." 


Electronic Entertainment- “Crystal Caliburn is simply 
the best, most realistic, most challenging pinball simula- 
tion for the Macintosh yet.” (Rating: 9 out of 10) 


SVGA display, and 4MB 
M I / / > RAM. 
GAMES Magazine-'You I forget you're playing On @ ——_syanorts SoundBlaster” and 
two-dimensional computer screen... the realism is other Windows compatible 
astonishing. sound cards. 


wn | 


MacUser-“Electronic pinball’s Holy Grail.” 
(Rating: 4 1/2 out of 5) 


“a ht led Z 

rystal Calibur 
From the creative genius of LittleWing, developer of TRISTAN” and Eight Ball Deluxe” for Macintosh. 

Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOL and CompuServe’. 


NOW AVAILABLE FOR WINDOWS"! 


StarPlay Productions, Inc. + PO Box 217 # Greeley, Colorado 80632-0217 « Tel 303.447.9562 # Fax 303.447.2739 


™ Crystal Calibur and Tristan are trademarks of LittleWing CO. LTD. Windows is a trademark of Microsoft Corporation. Other trademarks are property of their respective owners. 


TOATELINe: Fauna 
EXTENDING THE BRANCH OF 
PEACE IN FANDOM. 


OVER-COMPETITIVENESS IS ONE OF THE ONLY THORNS IN 


THE SIDE OF THIS HOBBY. 


This column accents fandom’s positive 
aspects. Two reasons: To encourage non- 
fans to sample the better fanzines, and 
because that’s my nature. I’d rather praise 
achievement than damn flops. 

However, it may be unfair to give such a 
one-sided picture a// the time. So | want to 
mention one of fandom’s problems: over- 
competitiveness. While most fans don’t 
suffer from this, examples are not rare 
enough. 

Professional magazines compete for 
paid circulation and advertising dollars, 
but neither is an issue for fanzines. 
Faneds pool mailing lists and exchange 
names of likely contributors in all other 
fandoms, and they should do the same in 
ours. Most electronic gaming fans extend 
a helping hand to newcomers, but some 
see other fanzines as rivals. 

That's inappropriate. The more good 
fanzines, the more entertaining the hobby 
will be. So it’s in every fan’s self-interest 
to nurture others’ enthusiasm and help 
them do their best. Hey, would you rather 
receive a bunch of bad fanzines or a simi- 
lar stack of good ones? 

Speaking of stacks, I’ve got one on the 
corner of my desk. It won’t shrink if | 
don't start the reviews, so let’s get to 
it! 


Digital Press #14 
Edited by Joe Santulli 
44 Hunter Pl., Pompton 
Lakes, NJ 07442-2037 
Bimonthly, $1 per 
issue, 10 pages 
This a special 
issue of one 
of the most 
consis- 
tently 


pages 
Despite its slightly mislead- 
ing title, Jonah’s “Computer 
vs. Video Games” article 
raises many excellent 
points and should be 
required reading 
for all electronic 
gaming fans. 
| applaud 
High 


entertaining and informative fanzines. It 
Salutes Jeff Cooper and Dane Galden, 
winners of the second annual electronic 
gaming scavenger contest. Russ Perry, 
who led the way in the inaugural event, 
come in a close second to the pair. 

The results of the contest, including 
photos of key items, fill virtually all the 
Space this time, but Santulli will return to 
his regular format next time. Send for a 
Sample and see why Digital Press 
is a contender for the Best 
Fanzine award. 


a 


a 
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ACCESS 
Brings You 
a Virtual World 
Interactive Movie! 


What Reviewers Are Saying: 
“Lots of games push the \ 


3 


envelope—Under a Killing os 


High Density #14 
Edited by 
Jackson 

56 Glenview Dr., 
San Francisco, 
CA 94131 
Monthly, $1 
per issue, 
2 0 


Jonah 


blows it to smithereens!” 
— William Trotter, PC Entertainment 


“A ground breaking 
CD adventure!” 


—Joyce Worley, Electronic Games 


“Under a Killing Moon com hines 
the best elements of movie: 
and computer games... It literally 


pulls you into the screen.” 


—Denny Atkin, Entertainment Editor, 
Compute Magazine 


This category-creating Interactive Movie from ACCESS Software goes light 


years beyond any other product labeled “interactive.” Under a Killing Mojon 
takes you to the streets of post World War III San Francisco and casts you into 


the role of Tex Murphy, Private Investigator, who first appeared in Mean $treets 
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Density’s desire to roam across 
the entire spectrum of the 
hobby, instead of limiting 
reviews and opinions to 
just a few platforms. 
Fans who choose up 
sides and root for 
one company or 
system are 
cheating 
them- 
selves 
and, 


MPL, 


OQ: What do 

film stars 

Brian Keith, 
Margot Kidder, 
& Russell Means 
all have in 
common? 


A: They all star in ACCE 


in the process, creating unnecessary divi- 
sions among fans. 

Ably assisted by Greg Bemis, Jonah 
reviews major video and computer game, 
chats with readers in the letter column, 
and tees off on his current pet peeve, 
fighting games. High Density also 
includes material about non-gaming sub- 
jects, but it’s all fairly well done, and inter- 
active entertainment is still very much in 
the spotlight. 


The Laser #4 
Edited by Mike Palisano 
2 Rock Ridge Dr., Norwalk, CT. 06854 
Bimonthly, $1.75 per issue, 18 pages 
This month’s most improved fanzine 
starts off with a fire and brimstone 
piece about the relative cost of 
video and computer games. | 
don’t think Mike considers all 
the factors that make car- 
tridge games more expen- 
sive than one on disk, 
but it’s unquestion- 
ably lively reading. 
Along with the 
expected 
game cri- 
tiques, 
letters, 


new CD thriller Under a Killing Moon: < 


fanzine reviews, and news, Mike tracks 
the ups and down of the professional 
magazines. He shoots his opinions with 
both barrels, but he shows a good under- 
standing of what makes a good magazine. 

The Laser has developed a unique 
visual presentation that features futuristic, 
ornate headings. Some may find them a 
little busy, but | think they fit the fanzine’s 
name very well. Using fewer solid blacks 
might improve the reproduction, though. 

Mike Palisano’s commitment to improve- 
ment is paying off for The Laser. It has 
already fulfilled some of its early promise, 
but the best is still to come. A sample 
copy will make you a regular reader. 


MEGAmania #1 

Edited by Jim Pittaro 

18 Old Coach Rd., Hudson, NH 03051 
Bimonthly, 75¢ per issue, 14 pages 

One great things about publishing a 
fanzine is that, if you aren’t satisfied, 
there’s nothing to stop you from overhaul- 
ing it. That’s what Jim did. Total 
Supremacy is history, and this all-Sega 
fanzine is the replacement. 

Although this issue had show-through 
on a couple of pages, the overall appear- 
ance is distinctly better than prior Pittaro- 
zines. The tighter focus has improved 
readability. MEGAmania covers the 
Dracula Sega CD title this time and will 
cover more multimedia in future issues. 
MEGAmania #1 is a good start. I’m look- 
ing forward to the next one. 


Attention fanzine editors: If 
you’d like your fanzine reviewed 
in this column, send it to: 
Arnie Katz, 330 S. Decatur, 
Suite 152, Las Vegas, NV 
89107. | read and save 
every zine sent, and 
rll try to describe 
as many of them 
as possible 
each month. 
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CES-INTERACTIVE MEETS 
JimMY HOFFA. . . 


MucH Like W.C. FieLos, CES-1 WOULD RATHER BE IN 


PHILADELPHIA. 


It would have been nice to tell you that our top 
story this month is about the fate of Harpoon 
developer Three-Sixty Pacific, but if | told you 
that, I'd be lying. The true top story of the month is 
the fate of the Philadelphia CES Interactive in 
1995. The story? IT’S GONE! 

Naturally, the people that wrote the press release 
to tell us that there would only be one CES in 1995 
worded it delicately, but the truth of the matter is 
that the proposed Electronic Entertainment 
Expo (or E’) was kicking the proverbial dooky out 
of CES-I. CES-| is gone not because they felt “it wil 
be better for the video game and interactive indus- 
tries to have one show only during these dates. . .” 
but because a lot of major players (read: Electronic 
Arts, 3D0, Sega, etc.) had given CES-I a big miss. 
They've rescheduled for 1996, but the chances are 
really good that we’ve seen the last of CES in the 
summer. There's still that winter show in Vegas, but 
it just won't be the same. 


That former top story regards the fate of Three- 
sixty. Harpoon Il reportedly saved the company 
from the horrible fate of chapter 13 bankruptcy, 
instead allowing them to file for chapter 11 (for the 
uninformed, the difference between these bankrupt- 
cy claims is simple. Chapter 11 means restructur- 
ing. Chapter 13 means complete liquidation.). 
Anyway, the company was in bankruptcy court 
claiming that chapter 11 (the good kind) when the 
good people at IntraCorp, parent company of 
Capstone came in with a bag of money and 
bought them outright. According to a representative 
at Capstone, as far as Three-Sixty is concerned, 
this means money in and deadlines that need to be 
met. Otherwise, Three-Sixty will maintain its own 
corporate identity. This has not prevented former 
Three-Sixty president Tom Frisina from leaving. 
Unfortunately, Tom could not be reached for com- 
ment, but a rep did say that the parting was a mutu- 
al decision. So all of you who just went out and 


bought Harpoon II and were afraid about the possi- 
bility of no expansion packs, calm yourself. Add- 
ons will be released on schedule. 

In other news, The Software Toolworks is 
officially gone. Vapor. Erased. No more. The rea- 
son? The company has changed its name to some- 
times-used name Mindscape. Why the switch? 
The main reason is that the company felt that the 
Software Toolworks label was no longer appropri- 
ate for what they wanted to do. Thus, everything 
you now see from them will feature their new 
moniker as well as their nifty new logo. If that 
wasn't enough, Mindscape has also purchased 
SSI, those purveyors of fine software products. 
One might assume that SSI has recently been 
devalued since the loss of the AD&D license and 
that Mindscape snatched them right up. 

Speaking of AD&D, it became apparent to us that 
the mention of Interplay’s deal with TSR might 
have caused some needless friction. We didn’t 
intend to imply that the Forgotten Realms 
products that Interplay will produce and the 
GURPS products that Interplay will produce will 
be in any way joined together. In no way are these 
two lines of software going to be meshed. Some 
people might have gotten the wrong impression, 
and we don’t want that. 

While there hasn’t been any new news on what 
will happen between the two Future Vision 
companies that now exist, we have been informed 


that the Future Vision that is currently producing 
Harvester had their lawyers call the lawyers of 
the recently name-changed Future Vision. Let this 
be a lesson to all of us: when doing something that 
involves trademarks or copyrights, ALWAYS have a 
lawyer run a copyright check. 

Those who hope the CD-ROM revolution will put 
an end to piracy had better start picketing Sony. 
The company has announced that it will be lower- 
ing the price on its single-speed rewritable CD- 
ROM drives to around $1,500, with double-speeds 
about twice that. While this is still out of the realm 
for the average consumer, if the trend continues, a 
rewritable drive will soon be around the same price 
as a Standard drive. What this probably means is 
that you'll be seeing a lot more companies jump on 
the CD-ROM bandwagon due to the dropping price 
of production. 

Oh, by the way, there was a bit of a mix-up with 
the preview of Electronic Blood Bowl in the 
last issue. For one thing, the designer was listed as 
MLSA (Microleague) when it should have been 
listed as Subway Software (sorry, guys). 
Additionally, they Subway folks (not the sandwich 
shop) wanted it known that there is a real reason 
that the game won't be out by Christmas. The rea- 
son is that the board game was recently rereleased 
with some new rules, so they went back to the 
drawing board and included it in the electronic ver- 
sion. This means that if you go out in January and 


buy the board game and the PC game, they will be 
using the same rules. Neat! 

On the update front, you who have had the good 
sense to buy a copy of Hollywood Mogul can 
now order the 256-color Windows upgrade from 
DeVuono DeVuono Games. Game play is 
similar, but now there are pictures of the studio and 
more. If you're interested in ordering the game (and 
frankly, you should be, since the game Is a blast!) 
you can give a shout to the DDG folks by calling 1- 
800-350-5550. You'll be oh-so-glad you did. 

Didn't get enough news on corporate mergers 
yet? How about this one? Microsoft, that mas- 
Sive corporate entity has gathered up all of the 
petty cash in the office. The total amount, after they 
got the pennies that had been sucked up in the 
vacuum cleaner, was $1.5 billion, so they pooled it 
together and bought Intuit, those friendly folks 
that make Quicken. This, of course, has led to 
talk of Bill Gates as the new head of the 
lluminati (that’s a joke, just in case it turns out to be 
the truth). 

For those who have been curious about the fate 
of Doom now that id Software has released 
the sequel, the news is pretty good. At least it’s 
pretty good if you love Doom! Universal 
Pictures has picked up the option on the movie 
rights for the game, and the word is that the actor 
that is currently being curried for the lead role is a 
large-and-in-charge type of guy, and we do mean 


New from BLIZZARD, the Winner of the 


large. Since the movie will probably follow the origi- 
nal game in the sense that it will take place on the 
surface of Mars, it’s a good thing that this particular 
actor has had some experience in doing movies 
that take place on the red planet. Having trouble 
remembering movies that occurred on Mars? 
Maybe you should watch more infomercials, like the 
ones that offer to teach you Total Recall. That 
would certainly pump up the box office! There is 
also supposed to be a four book series about using 
elements of the game. 

Hey folks, if you’re ready to sacrifice your dignity 
or if you have an incredible amount of self-confi- 
dence, Software Etc. is going to be inviting you 
to strut your stuff. The retail chain is producing a 
line of clothing (or soft wear) called Chiphead. 
The driving philosophy behind this line is that it is 
suddenly cool to be a nerd, or as the company 
puts it, “geek is chic.” One might think that if they 
decide to advertise on television, they might get the 
rights to use “Hip to be Square” or “The Future's so 
Bright. . .” Regardless of what you might think of 
some of the line, | have to admit that the boxer 
shorts that look like a circuit board are (oh, how it 
hurts to say this) pretty cool. | also like the “Drive till 
it megahertz’ shirt. 

I'd love to stay and chat longer, but as you can 
see, |’m rapidly running out of space. Take care 
through the end of ‘94. Happy Holidays and Happy 
New Year to all! 


Best Entertainment Software Developer Award’ Enter the world of WarCraft, 
a mystical land where evil ores 
and noble humans battle for 
survival and domination. With an 
ingenious arsenal of weaponry and 
powerful magic, these two forces 
collide in a contest of cunning, 


intellect, and brute strength. 


Se eS Se ae, Destroy the orcish hordes or 
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crush the weakling humans... 


the choice is yours. 
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A FANTASY STRATEGY GAME 


“With its combination of real-time strategy, resource management, simple combat system, 
and great graphics and sound, WarCraft has all the elements to become a mega-hit!” 


Matt Firme Editor, PC GAMER Available for MS-DOS on 
meee fill genset 3 CD-ROM and 3.5” disks 


in oe 4 For A FREE MS-DOS 
Ags Lee x | 3.5” Demo Disk Call 

a = 1-800-545-7677 ext. 600 
| ee | Hurry! Supplies are limited. 
ES Sy | "Local (310) 793-0600" 


Available at Babbage’s, Best Buy, CompUSA, Egghead Software, Electronics Boutique, Fry's Electronics, Software Etc., and other fine retailers. 
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Your heart is racing. 
Th-thump. Th-thump. 
It's pumping as fast as your legs. 


You don't notice the gentle breeze, the 


noon-day sky. 


Starting Season 
Winter 


“Truly innovative.” Strategy Plus 


You are totally focused. 

On the smell. 

Just the smell. 

Could be the first thing you sink your 
teeth into, in days. 

Dust, pebbles, sticks. 

They're flying. 

Then you pounce. 

Suddenly. Stealthily. 


You break its neck. 
Youre hungry. 


You are such an animal. 


“Tts addictive.” PC Gamer 


Wolf photo: copyright held by Wolf Haven International: Jerry Roberts Photography. © 1994 Sanctuary Woods Multimedia, Inc, All rights reserved. The I-entertainmet 


NAL, YOU. 


Really. 
In this wilderness survival adventure, 


that’s exactly what you are. 
A wolf. 
And you experience all the sights, 


sounds...and smells... .firsthand. 


That’s what makes this game unlike 


any other. 
It’s realistic. 
So realistic that it just might blow 


you away. 


(Or maybe a predator will.) 

Will you survive? 

Youll have to hunt. 

Fight. 

Mate. 

(Hey, maybe it’s not so hard after all.) 
See your retailer or call 800-943-3664. 


SANCTUARY WOODS 


ogo and the Wolf logo are trademarks of Sanctuary Woods Multimedia, Inc. Sanctuary Woods is a registered trademark of Sanctuary Woods Multimedia Corporation. 


THERE ARE NO GUARANTEES 
ABOUT WHAT WILL RUN... 


THE MIcRO-MEDIC ANSWERS IMPORTANT QUESTIONS 


FROM READERS EVERYWHERE. 


| had an interesting experience this month, when a 
computer tech showed up to perform some mainte- 
nance work on one of my PCs and, as usual, the con- 
versation turned to shop talk, especially the Pentiums. 
| complained about the inferior machines which are 
currently available in the Las Vegas computer stores 
(see Chas Devlin’s letter below). He then told me a 
story. 

“| just put together a custom Pentium 90—used all 
the best boards, everything—for a customer of mine. 
He was delighted, and immediately ran out and bought 
a piece of Mayo Clinic software dedicated to the 
human heart. 

“So he installed the thing, and started to work with it 
and guess what? The program failed. Now remember, 
this was no $3K Pentium with ragged boards or a 
pokey CD-ROM drive—it was a quad-speed system, 
for heaven’s sake and cost the guy about $7,000—and 
this program wouldn’t run! The guy went nuts: ‘Who do 
they think could run this program?” he kept asking me. 
“If a $7,000 Pentium can’t run it, what does it take, 
NASA?!?” 

“Well, we went through the usual song-and-dance, 
checking this, that, and the other thing and you won't 
believe the upshot: the game used something called a 
‘split-audio feed’ and his 4x speed CD-Drive couldn't 
do that. Can you imagine? I'd never even heard of 
split-audio. 

“But it just goes to show you: you can spend all the 
money in the world, get the hottest piece of machine 
that man can produce, and it’s stil/ no guarantee 
you're going to get the latest game to run.” 

It was nice to hear someone who actually takes 
these things apart on a regular basis echo my own 
cynicism when it comes to the ridiculous state of PC 
“compatibility.” One time, we had a repairman here for 
two days trying to get a sound board working. The 
second day, he came back for free, determined to 
make it work. 

Well, about two hours into the process, | began to 
hear strange sounds coming from the office. | moved 
stealthily up the stairs and beheld the repairman—a 
professional who does this fulltime—his shoulders ris- 
ing and falling, his chest wracked with sobs. He was 
crying, uncontrollably. 

And they wonder why PCs haven't taken over the 
world? Ah well, on to the problems of the non-profes- 
sionals. 


Q: | kept getting memory errors every time | tried 
to load a game, Doc, so | went for the $50 a meg and 
upgraded from 8 to 16-Meg. And guess what? Most of 
the games still don’t work! 

What do they want from me, Doc? 

Lawrence Davids 
San Francisco, Ca 


A: Your problem probably isn’t related to that RAM, 
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Lawrence. The most likely difficulty is the original 640K 
your machine came with. It seems that many computer 
games are greedy and can demand up to 620 of that 
640K. If you're running Windows or some application, 
there’s no way you're going to make it. 

The best bet is a stripped-down boot disk, which 
diverts all available memory to the program currently 
being played. 


Q: | have had nothing but trouble since | bought 
my 486DX. The weird sound board is supposedly 16- 
bit, but it’s only Sound Blaster—not Sound Blaster 
16—compatible. So what good is the 16-bit sound? | 
still haven't found a game that lists my board as one it 
supports. What should | do? 

Chas Devlin 
Toronto, Canada 


A: One of the big problems computer gamers face 
is purchasing bundled systems. Eager would-be com- 
puterists show up at these super warehouses and see 
what look like great deals: 486DX machines with a 
“16-bit” sound board, a SVGA video card, built-in CD- 
ROM drive, etc. 

The problem? The “16-bit” sound board will proba- 
bly be a lot like Chas’s, an all-but-useless piece of 
generic junk; the video card will be slow or useless for 
any but the most basic applications; and the CD drive 
is probably single-speed. 

Anybody reading this magazine should be hip 
enough to customize their own system. You don’t have 
to break the bank, either—a Sound Blaster 16 may not 
be up to a Roland Sound Canvas in quality, but it’s a 
lot better than a 16-bit board that only generates 8-bit 
FM sound—and they’re very reasonably priced. 

Be careful. When a bundled system is produced, 
the idea is to get the price as low as possible, and as a 
wise man once observed: you get what you pay for. 
And sometimes, when it comes to sound and video 
cards, what you pay for, gets you.. 


GAME DOC TRIVIA: The first reader to answer this 
question will win a special Game Doc Prize Packet. 

In the early ‘80s, a very successful entertainment 
software company was all but driven out of business 
by its disastrous release of an interactive program in 
which the user wore a headband which was attached 
to the computer, supposedly inducing a peaceful, con- 
templative state. 

You want to win that Game Doctor Prize Packet, 
bunkie? All right, then simply answer both parts of the 
following question: 

1) What was the name of the software publisher 
that created and marketed the product? 

2) What was the name of the product itself? 

Send the answer—along with any other comments, 
questions, or corrections to: Game Doctor (CGR); 330 
S Decatur, Suite 152; Las Vegas, NV 89107. Aloha. 
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Ghostly guards protect 


the treasures of Cairn. 


When cornered, be 
prepared to fight. 


Wizards and assassins plot to kill the Duke 
satel you ve been pati to oe the me 


9 ome 
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The wizard’s 


tower is not a 


i ae 


friendly place. 


U nfortunately, 
neither is his 
hedge maze. 
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hadows of Cairn is the story of a 
young thief named Quinn, who 
has a serious problem. He's too 

honest to steal anything. Wo o his 

guild, his own master has set him up to 
take the blame for the murder of the Duke 
of Cairn. His only hope for survival is to 
make sure the assassination fails. 


In order to help Quinn save himself, you'll 


have to gu uide him through slimy sewers, a 


trap filled dungeon, an evil wizard’s tower 


and a monster filled hedge maze (not to 
mention suards i in the streets and builc Jings) 
to save the Duke in his palace at the top 


of the city. 


Available for Vindows comp 


Macintosh & Power Macintosh 


native mode versions coming soon! 


800-765-422 
303-290-98 
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~ ONE-ONE-NINER IS CLEAR 
FOR TAKE-OFF. 


YOu’VE SPENT TIME IN THE COCKPIT AND LEARNED THE 
_ WAYS OF THE SKIES, BUT IT’S TIME TO GET DOWN IN THE 
_ TRENCHES AND SEE IT FROM ANOTHER PERSPECTIVE. 


There are several occupations that are probably 
considered high stress—police officers, fighter 


_ pilots and librarians to name a few. But all must 
_ pale in comparison to that of the air traffic con- 
troller. At Chicago’s O'Hare International, a plane 


either lands or takes-off every thirty seconds. The 
number of innocent lives that depend on these few 


"men and women to get them back on the ground to 


their loved ones is staggering. 
Only people with ice in their veins could even 
consider a career in such a position (that is, unless 


you enjoy staring at a radar screen all day filled 
with little moving blips of light.) But if you're a 


warm-blooded creature like the rest of us, you'll 
have to test your nerve safely within the environ- 


_ ment of a simulation. To get that nerve-racking sen- 


sation, though, it should be as realistic as possible. 
In Air Havoc Controller, you sit up in the tower 


Air Havoc Controller 
by Trimark 


Game Summary 

Sit in the position of an air traffic controller 
directing planes travelling between different 
Arizona cities. Separate animations for take- 
offs and landings for eighteen different air 
craft are shown in high resolution, fully ren- 
dered 3-D graphics played off of the CD. 
Choose from a broad range of skill levels 
from the easy to the insane. 


Requirements: VGA, Windows 3.1. 


2x CD-ROM Drive 

Windows Sound 
System 
C and compatibles 


Sound Support: 


Designed b Trimark Interactive 
Distributed b Trimark Interactive 


Available for: 


_ Retail Price N/A 


Theme 


Be advised that switching 


directing the traffic around a number of Arizona 
cities. There are several preset difficulty levels to 
choose from which will vary the number of air craft 
that you are required to deal with ranging from five 
up to fifty. 

In Life's a Breeze, you will have fifteen minutes to 


land ten planes safely. Weathering the Storm gets 


a little tougher as you must get twenty-five planes 
to their destinations within thirty minutes. If you 
think you've got what it takes, try Terror in the 
Tower which requires you to deal with fifty planes 
within forty-five minutes. 


to decaf might be a wise 
thing to do with that one. 
To keep the planes cir- F 
cling safely, you'll have to 
tell them what altitude to 
Stay at and at what 
speed. If the traffic gets to 
where it is more then you 
can handle, the tense | 
action might switch over 
to an animation window 
showing the near miss 
that you caused...if your 
lucky. That same near 
miss might be a mid-air 


Fa Meine 


Sra ! 


Boeing 747 


collision at another time. There might also be times 


when a plane malfunctions and you must guide itin _ 


safely. If you don't, you'll get to see a great anima- 
tion of the plane exploding on the runway. 
All of the trials and tribulations of an air traffic 


controller will be yours to experience, with some _ 
nice extras thrown in as a bonus. Bet you would 


never expect a crazy fighter jet pilot to want to 
shoot down a commercial airliner over Scotsdale, 


but it could happen. Let the Pentagon explain that 


to the families. 
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PC COMMANDER — Take contro! with this 
popular stick. Our patented Mega Zoom 
Calibration Disk fine tunes the PC Commander 
and prevents incompatibility problems. 
Independent Auto-Fire, Trim Controls, Two 
Fire Buttons, Auto-Centering, and Precision 
Internal Components give you the 
power you need to really take off. 


PC PROPAD — Fighting Games, 
Adventure, Sports Games? Get into the 
new generation of PC Games with the 
PC ProPad. You'll have an edge with its 
smooth 8-way directional control, 
lightning fast fire-buttons, and powerful 
Turbo Auto-Fire. 


If you're still playing games with a 
keyboard or clunky joystick, then you're 
definitely not ready for battle. INTERACT 
PC Game Accessories give you the features 
and options you need to complete your 
system and prepare you for victory! 


#, 


PC OPTIX — This sticks revolutionary 
optical sensing system provides quicker 
response and higher resolution than 
traditional joysticks. Its Four Fire- 
Buttons, Auto-Fire, Advanced Throttle 
Control, Analog or Digital Mode 
Switch, and Mega Zoom Calibration 
Disk give you the capabilities you 

need for ultimate performance. And, 
since optical sensing means no moving 
parts to wear out, the PC OPTIX boasts 
a full FIVE YEAR warranty! 


Dont Get Caught Unprepared... Get 
INTERACT Computer Game Accessories. 


JUST WHEN YOU THOUGHT IT 
COULDN T GET ANY WORSE... 


VIRGIN INTERACTIVE USES SPECTACULAR POLYGONAL 
GRAPHICS TO CREATE A VARIETY OF STRANGE, ALIEN LIFE 
FORMS IN A MYSTERIOUS ENVIRONMENT. 


In the not-too-distant year of 2023, the population 
has reached a crisis level and famine, disease and 
environmental destruction have caused widespread 
panic. The powers-that-be battle -over rights to 
farmland which could climax in World War Ill. 

As a final source of hope for avoiding the unthink- 
able, a tiny survey ship called the SS Amazon set 
out to search the solar system for a suitable place 
to relocate Earth’s inhabitants. However, on its way 
past Saturn’s outer moons, all contact with the ship 
was lost. Was it just misfortune that caused the 
Amazon's demise, or is it still out there somewhere 
continuing on with its mission? Chances are it may 
have something to do with the huge alien craft that 
was occupying the same sector of the galaxy. 

As a reconnaissance pilot summoned by the 
United Nations, you must discover exactly what 
happened to the Amazon and then defend the 


Creature Shock 
by Virgin 


Game Summary 

The over-population of planet Earth has 
reached critical proportions, and a small sur- 
vey ship set out to find a planet to relocate 
some of its inhabitants. The ship disappeared 
in the same area where an alien craft was 
discovered. You have been sent to discover 
the fate of the ship and investigate the pur- 
pose of the aliens. 


Requirements: VGA, 4MB RAM, Mouse 
Sound Support: Most major sound cards 


Theme Arcade Shooter/Adventure 
4th Quarter, ‘94 


Release Date 


Earth against the threat of this unknown civilization. 
To achieve this lofty goal, you must fight your way 
through several different missions before advancing 
towards the final destination. 

They won't take your probing too kindly. They're a 
hostile and violent bunch and you battle the best of 
them to accomplish specific tasks, such as obtain- 
ing a specimen of the alien life form or severing the 
data transmission between a relay station on one of 
Saturn’s moons and the alien starship. Dodge 
enemy fire to get to the starship itself. 

Creature Shock incorporates two styles of arcade 
action. In some missions you will find yourself pilot- 
ing the Amazon through space while blasting at 
alien fighters or dodging asteroids and mines in a 
high- speed simulator. In others, you will be on foot 
choosing paths through mine shafts and then firing 
your laser pistol at robotic guards or strange, alien 
life forms. 


Using 3D Studio and high speed video compres- 
sion, Argonaut Software, a group from the U.K. 
noted for their work on the Nintendo Super FX chip, 
creates polygonal graphics, giving the creatures 
and locations a mysteriously organic appearance. 
Smoothly rendered animation running at 15 frames 
per second brings it to life. This makes for exciting 
game play and spectacular cut sequences. 


Live from 

Gamelek, it’s Saturday Night. 
Grab 20 years of digital video 
highlights from the Church Lady to 
the Blues Brothers, throw in some of 
the world’s greatest bands, put it 
fogether any way you want, and you've 

got serious customized comedy. 

It’s Saturday Night Live. Even 

when it’s Friday. 
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STRAP ON YOUR HELMET 


GR 


PREVIEWS 


AND BOMB THE ENEMY. 


FLIGHT COMMANDER [I HAS ALL NEW SCENARIOS AND A 
NEW GRAPHICS LOOK AS WELL. NOW FIRE UP YOUR 
THRUSTERS AND BOMB, ROCKET AND STRAFE THEM ALL! 


Those of you who enjoy a good turn based game 
and a less complicated jet fighter game can look 
forward to the release of Flight Commander I. 
Flight Commander was warmly received earlier this 
year and FC Il has promising improvements. The 
graphics have been sharpened, the interface is 
smoother and it still retains its original playability. _ 

lf you wish you can jump right into a scenario. 
The scenarios include day and night missions, dif- 
ferent aircraft and weapons. Some of the missions 
are solo while others are with wingmen. If you are 
on a multiple aircraft mission, you can direct each 
plane as well as give them orders. Some of the 
missions are complex enough to satisfy any turn- 
based tactics fans, but the interface is so easy to 
__uSe just about any one can jump into a mission and 
play with confidence. 
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Flight Commander II 


by Big Time Software 


Game Summary 

This is a turn-based tactical aircraft war 
game. You can choose to play individual 
scenarios or plan a complete campaign. 
Shedding all the high tech aspects of a flight 
sim, FC II still allows you to have the fun of 
using a fighter jet to engage and destroy the 
enemy. The easy to use interface belies the 
rich combat and strategy elements. 


Requirements: VGA, 4MB RAM, Mouse: 


Windows 3.1 


: | Sound Support Most major sound cards 


Available for: PC and compatibles 
Designed by: Big Time Software 


Theme l 
Release Date 


Turn-Based Tactical 
4th Quarter, ‘94 


thing about FC Il, a 


program. 


The level of combat is rich. Not only will you have 


primary targets to destroy, you will also have to 
fight your way to them or dodge surface to air mis- 
siles or engage in dog fights with enemy aircraft. In 
some MISSIONS, YOU Will jepson 
have to engage in all of Sitassnamieasesrs 
these types of battles. fF 
This makes for lively and 
entertaining game play. i 

If you should want, you [r= 
can generate your own 
scenarios. This is very | = eam 
easy to do. As with every- h «i224 


mouse is all you need in 
order to get around the 


One of the big pluses of [77% 
FC ll is this version is |-.¢ 
Windows based. This will 


an 
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allow the huge PC market access to a good game. 
For an evening of tactical turn-based gaming with- 
out the all the ultra-tech this is the title. 


\aeeeee 


ie 
oa 


PE, 


eee Se ao 


CD-ROM technology 

meets the Bass-0-Matic, as 
Saturday Night Live hits the computer 
screen. Grab 20 years of digital video 
highlights trom Wayne’s World to Landshark, 
throw in some of the world’s greatest bands 
put it together any way you want, and 

you've got serious customized comedy. 
It’s Saturday Night Live. Even 

when it’s Wednesday. 


/ 


©1994 BROADWAY VIDEO, INC. SATURDAY NIGHT LIVE UNDER LICENSE FROM NBC. PHOTO: EDIE BASKIN 
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HAULING A LOAD OF COAL 
DOWN INTERSTATE 88. 


MICROPROSE WILL SOON BE SHIPPING YOUR WAY A NEW 
BUILDER GAME COVERING THE CHALLENGING, BUT LUCRATIVE 


TRANSPORTATION INDUSTRY. 


The vast majority of us will never be a tycoon of 
any kind, which is what makes this game appeal- 
ing. If we can’t be real life mega-rich tycoons at 
least we can enjoy the fantasy of this game. 

Your fantasy empire is much like Sid Meier's 
Railroad Tycoon. There is a vast land of unconnect- 
ed, unincorporated towns and unprocessed raw 
materials and resources. To begin your empire 
building you automatically have a large amount of 
money. Unfortunately, this is all borrowed money 
and the pressure is on to spend the money wisely. 

Just building an empire isn't enough though, nay, 
you have to erect your kingdom while matching wits 
with ruthless rivals. Speed is of the essence. You 
must build your stations, airports, docks, roads, rail 
lines, air routes and shipping routes before the 


ThHh Meno? 


Transport Tycoon 
by MicroProse 


Game Summary 

You will take a hundred thousand dollars of 
borrowed money and turn an unconnected 
land into a connected one for fun and profit. 
You will create a complex transportation sys- 
tem using airplanes, ships, trucks and trains. 
Before that can happen you must build the 
routes to profitable destinations and exploit 
natural resources. 


Requirements: VGA, 4MB RAM, Mouse 


Sound Support Most major sound cards 


Available for: PC and compatibles 
Theme Empire Builder 


Release Date - 4th Quarter, ‘94 


other guys. Also, these routes must be able to 
transport goods and people at a profit. If your line 
goes to a town without resources or money, you 
won't be able fo make any money and mostly you'll 
be run out of town on a | 
rail that you built. 

Like any other builder 
game, as your capital 
base grows, so will your 
ability to modernize your 
routes and fleets. This 
slow process Is inter- 
twined with the ever 
encroaching rivals and 
public sentiment. Each 
town council will have its 
own characteristics and 
will express varying indi- 
vidual attitudes which will 
effect your decision mak- 


ing process. Then there are disasters such as mine 
cave-ins to deal with. Or you can't move the goods 
because of bus, truck or airplane breakdowns. 

Transport Tycoon allows immediate access to all 
the important areas of information while you're 
playing. To see any of your company’s budgets, 
just click on the Budget icon. To get information on 
the status of your company, just click the Company 
icon. You can check on each of your individual sta- 
tions, transportation modes, what new vehicles you 
can buy, what construction work is underway and 
much much more. There is an extensive tutorial 
section which will get any wannabee tycoon up and 
into the game quickly. 
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Prom, ROM, La 
whatever. Grab 20 years 

of digital video highlights from ©. 
the Coneheads to Coffee Talk, throw 
in some of the world’s greatest ~~ 
bands, put it together any way you 
want, and you ve got serious 

customized comedy. It’s Saturday 
Night Live. Even when = S 
it’s Monday. 
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CGR'S EXCLUSIVE INTERVIEW 
WITH THE STAR OF 
SPEED AND WATERWORLD! 


OVER 15 NEW 
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SHE theri is the exciting 
trading card game in which dueling wizards 
battle using creatures, artifacts, and mighty 
sorcery. Fallen Empires is the newest limited 
edition expansion set of cards, adding over 100 
new spells to the game. Visit any of these fine 
snk oa West-sponsored stores in your area 


to get Magic: The Gathering and Fallen Empires 


now. But hurry - supplies are limited! 


Wargames West should be your store’s 


FREE 136-PAGE CATALOG 
PO Box 9496 
Albuquerque, NM 87119-9496 


distributor! We offer America’s fastest 
shipping, computerized inventory, and 
free advertising in top magazines! 


lilus. Sandga Everingham 
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Magic: The Gathering and Fallen Empires are official trademarks of Wizards of the Coast. 


YOu CAN’T HACK YOUR WAY 
OUT OF THIS ONE. . . 


INTERPLAY AND XATRIX OFFER CYBERIA—A LOOK AT A 
POSSIBLE FUTURE WHERE THE LINE BETWEEN GOOD AND 


PREVIEW 


EVIL IS MORE THAN A LITTLE BLURRY. 


_In the year 2022, there was a global economic 
collapse that made the crash of 1929 look like a 
simple recession. This destruction of the global 


economy has brought about sweeping changes in 


the world power structure. The struggle of the Free 


World Alliance (FWA) and the various criminal car- 


tels has begun. 


You are ZAK, a computer hacker of no small abili- 
ty. While these skills often stand you in good stead, 
__ they have proved to be your current downfall—you 


ate sitting in an FWA confinement cell. You have 


_ been charged with espionage and treason, and are 
~ currently cooling your heels, waiting for a trial. You 
know what the verdict will be, and the penalties for 

_ treason are not something you want to spend too 


much time thinking about. 


The head of the FWA, William Devlin, has recog- 


nized your talents and has come to you with a pro- 


posal. You can either sit in your cell and wait for a 


i 
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Cyberia 
by Interplay 


Game Summary 

After an economic collapse, the world’s 
power structure has been dramatically 
altered. The Free World Alliance currently 
battles crime syndicates for control. As a tal- 
ented but imprisoned hacker, you have been 
given a choice by the leader of the FWA: 
embark on a dangerous, covert mission or 
rot in prison. 


386SX/16 or better, Mouse or 
Joystick, MPC CD-ROM 
Most major sound cards 


Requirements: ~ 


Sound Support: 
Available for: : 
Designed by: _ 

Distributed by: 


1 Retail Price: 


: December, ‘94 
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very stiff sentence or you can work for the FWA on 
a covert mission. Some choice. 

Your mission has been fully planned. You will 
leave your cell and meet up with a man called 
Santos. He will provide you with a TF-22 aircraft 
which has an autopilot set for the Cyberia Complex. 
Once at the complex, you 
are on your own to try and 
determine exactly what is 
going on. 

Cyberia is the upcoming 
title from Interplay and | 
Xatrix. The game features 
fluid character animation 
that rivals anything seen 
on a home computer as 
well as state-of-the-art 
visuals and music. The 
game will also feature a 
sound track by Thomas 
Dolbys Headspace § 

(Dolby himself is listed in 


the credits of the game as the composer). 

Moving around Cyberia is very easy—simple 
clicks with the arrows keys or the joystick are all it 
takes. ZAK does the majority of the work for you. If 
you want to use a particular item, you need only 
locate it and press the “use” button (the space bar) 
for the action to be performed. 

In addition to the puzzle-solving elements of 
Cyberia, there will be some action sequences as 
well. You will be able to select one of three different 
levels of difficulty. 

Cyberia will feature a number of cinematic 
sequences designed to flow along with the game 
play. The game has been created in a cinematic 
style, complete with unique camera perspectives. 
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As a strategy game, PANZER GENERAL will stimulate your mind. But 
your eyes and ears won't believe how great it looks and sounds: 
stunning Super VGA graphics, 
authentic World War II 
combat photography 
and film footage plus 
CD-quality music and 
dynamite sound effects. 4 “ 
You'll love the way S. > 
it plays: PANZER . . : 
GENERAL is one 
blazingly fast 
and fun game! 
The year 
is 1939; you 
are a German 
General 
with a fresh 
command 
in Poland. 
Anything can 
happen, and every 
game you play will be dif- 
ferent. Win and advance to the 
~ . _— next front of your choice. Lead well 
\__-7 3.5" disks for IBM & & Compatibles and your increasingly battle-hardened 
ae ) | core group of units could be plowing across 
Europe, North Africa and the Eastern 
Front. You could even end up in England 
by 1940 — or in America by 1945! 
Besides the campaign game, there are 
35 progressive scenarios which you can 
play as either the Allied or Axis side. ” 
Choose from 350 unit types, from Tiger tanks to B-17 7 Fortresses. 
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PANZER GENERAL. Setting a . 
new standard \ PANTER 


in strategy y ) GENERAL | 


gaming. 
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(hl PANZER 


To order, visit your retailer or call SSI Direct Sales at 
(408) 737-6800 with VISA or MASTERCARD in U.S. and Canada. 


©1994 Strategic Simulations, Inc. All rights reserved. 
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' 
THE MOST ADDICTIVEVIRTUAL REALIDYSHOOTOUT OF ALL TIME NOW HAS NEW, MIND BENDING 3D GRAPHICS. 


“Nel CANE ACTION, NEW ROBOT CHALLENGERS. A FUL: HOUR OFACTION CONCURRENT VIDEO". AND YOU CAN |ACK IN'SOLO:OR 
_ NETWORKWITH UPTO EIGHT PLAYERS. IFYOUDON'T HAVE A CD DRIVEYET, THIS ISALLTIE REASON YOU NEED 10 GET ONE. 
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The Fortress of 
Dr. Radiaki is a thrilling 


adventure, mixing 


carnage with a sizzling 
sense of humor. 

You will confront 
scores of different adver- 
saries including sword wielding 
samurai, stealthy ninja warriors, 
robots with toasters for 
heads, mutated alligators and 
many more. 

You must use all your 
wits to find your way through 
the cavernous fortress and defeat 
the Machiavellian designs of the 
horribly deformed Dr. Radiaki. 

The Fortress of Dr. Radiaki is a 
landmark in computer games. You 
are free to move in any direction and 
blast anything that tries to do the 
same in this virtual reality, 3-D world. 
Backgrounds are rendered on the fly and 
unbelievably detailed characters move : 
smoothly through the labyrinth. } ou’ll laugh. You'll cry. 


Enter at your | 
’s the kind of special happiness 


you’ll only find in The Fortress of 


7h : P 


own risk... 
you may 
never be the 


same again! 


PUBLISHED BY : DEVELOPED BY : 


™ 


sy Hig 
uw MERIT AELSTROM 
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Actual screens may vary. For more information, please call Merit Software 1-800-238-4277. © Merit Software. © 1994 Future Vision and The Fortress of Dr. Radiaki 
are registered trademarks of Future Visionary, Inc. All Rights Reserved. All other names or trademarks are the property of their respective owners. 


Theme Edutainment/Builder 


~ EVERYBODY KNOWS YOU. 


GET TO KNOW AN ENTIRE SMALL TOWN WITHOUT BEING 
RELATED TO ANYBODY AS YOU WANDER THROUGH Maxis’ 


SiMTOWN. 


Let children ages 8-12 experience what you do 
when you spend a weekend in front of SimCity 
2000: let them play SimTown. They will be able to 
build and manage a small town and influence the 
lives of the people there. With large, colorful graph- 
ics, SimTown will show them the lives of the resi- 


t have no advice iu ce for you rege irdinngy recape keg 
ay i tierve: 


SimTown 
by Maxis 


Game Summary 

Build and populate a small town, complete 
with houses, pizza parlors and parks. Look 
inside all of them and watch the residents go 
about their lives. Create a character, kid or 
adult, and determine all of his or her likes 
and dislikes, and. watch them move around 
the town. Balance your town’s growth 
against the environment: 


Requirements: 68030 Mac, 4 Meg RAM 


256 color graphics, CD-ROM 


Sound Support: N/A 


Release Date 4th Quarter, ‘94 
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town as they go about the lives | 
_that the child has allowed them to 


dents as they work, eat and play. The child will 
even be able to create his or her own character and 
determine personal information about them as well, 
like food preferences and even a pet. 


Children will learn the lessons of SimCity as well, 


since they will have to balance the growth of their 
town against natural resources, abstracted as 
water, tree and food supplies. SimTown will not be 
a simplified and scaled-down SimCity; rather, it is 
being built from the ground up to allow children to 
learn the same lessons, but to learn them through 
playing, instead of as a reward. 

Instead of city expansion through zoning laws (an 
abstraction kids would find tough 
to handle), SimTown will use pre- 
built buildings, including 14 differ- 
ent houses, plus commercial 
structures like pizza parlors, 
arcades, hamburger stands, 
movie theatres and toy factories. 
The peel-away view will allow the 
child to view the inhabitants of the 


have. The town will come alive 
with music, sound effects and 
plenty of surprise animations as | 
well as the standard animations of | 


SimTown Times 


em ke ee Ke eke 


SimTown Water Supply Takes a Dive 


Give Lis ricnssiteg, Cry Sane S#s Petrtied Over Forest 
Deptetion 
Depietion 


fete 


a 
the residents walking, bicycling and skateboarding 
through the town. 

There are different ways to begin a town. Your 
child can start from scratch or begin a town with the 
idea that it will contain extensive bicycle paths. 
Another town will have an emphasis on parks. Even 
with that in mind, the actual construction of the 
town will depend upon your child’s imagination. 
There are different trees to plant, different grasses 
and of course different houses and buildings 
(including a video arcade building). 

SimTown has all the fun and the great looks of = 
SimCity 2000. 


Whee i'm happy | say: 


Apekid is my hestest pal! 


When I'm sod | sag: 


| [| Apekid realty sucks? 
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a ky | is clear and Soden: Only the smoke of [gaia ee 1 Sr Se 7 achieve the same. / 
burning fuel from some unfortunate tank unit rises : Se em 
up placidly over the next hill. The radar shows noth- 
ing, all clear ahead. It's time to head for the primary 
target. Whoa! How come that didn’t show up on 
fader? What i is it? A man wearing a turban siting on 
a an old tattered rug? And he’s shooting fireballs at 
mel? : 

Although there aren't any attack helicopters, 
Magic Carpet uses a similar fractal landscape gen-- 
erator as might be found in some serious air-war- ing the et mouse button, vice versa for the right. 
fare ns sims. The controls are a“ and respon- The forward and back directional keys on the key- 
board simply control the speed. The carpet can’t be 
run into the ground or a building, it = over 
them. 2 


i Put your right hand on the mouse and your left on : You play an ‘Arabian wizard riding aioe ona 
the directional keys. Use the mouse to tilt forward battered flying carpet with a limited book of spells. protectir 
and back and steer. Fire en left hand spell click- Your goal is to become the most powerful = By progressing orouer the game. ‘and accom- 
_ __ Wizard/ruler of them all, but there will be up to eight plishing different tasks you will gain access fomore 

other human or a re wizards out ” spells es - become the ee Vwe 


_ fedeerr jing 5 cueiiies except that they contain the ‘ 
magic that you must possess to return the world to 
its previous order. As soon as the creature seedless 


Vertronix Inc. presents 
the best values in Entertainment! 
230 Plaza Professional Bldg., El Cerrito CA 94530 
9-6 M-Sat. 1-800-478-0217 (orders only) 
(510) 527-4699 (questions?) — (510) 527-4690 (fax orders) 


LOWEST PRICES FOR THE HOLIDAYS!!! 


Starter Slaughter M.M. kit #1 Deluxe Mayhem M.M. kit #2 
‘ LCS-7260 2X CD-ROM Drive LCS-7260 2X aa He Drive 
Magic Carpet Int. Card w/ Software (opt.) 16 Bit Sd. Card - 4“SdBlast 
by Bullfrog Speakers + Headphones (opt.) Speakers + recielomnes 
Super! CD Software bundle WOW! CD Software bundle 
Game summary eh nose atta srw ananaartataniiean p179!! (Best Value!!!) ............. $269 
You are an Arabian wizard with a limited (w/o si wg call for better plies. Subst. other CD drives ... call for prices) 
spellbook and a cool magic carpet. Currently Multimedia Hardware Software (call creomples li SU 
of low power, your quest is to become the Lt ieee > lee oe a5 ills 
most powerful wizard in the world. To accom- Mitsumi 2X $1 29 Doom Hi 45,45 Battledrome 
Sony 2X $135 Mast.of Mag 40, 47 Aces of the Deep 
plish this, you must protect the island you Panasonic 2X = $149 Sup H Leag. Hob 34, Aces of the Pac. 
start on and do your best to take over other NEC 3X int. $295 W.C. Armada 48, Aces over Eur. 
islands. As you progress, oye will learn new Plextor 4X $460 Knights Xentar 42, Metaltech: Earth 
spells and skills. 16 bit SB/MS Xcom 39,5 Stonekeep 
comp. sd card $83 ArenaE.S. a0, Tie Fighter 
Requirements: * VGA, 4MB RAM, Mouse 16 bit SB/PAS Alien Logic 2,42 Grandest Fleet 
w/AT bus Cdint. $10 Metal & Lace Star Trek: TING 
5 watt speakers oe SM’s Coloniz Serf City 
24 watt deluxe $39 Alien Legacy 34, Lords of Mid. 


P | ° gi J” Bo 
Available for: C and compatibles Cap. Punish. 35.3 Mad Dog II 


Designed by: Bullfrog a ee ae 
Distributed by: Electronic Arts | Eree Shipping! ! on all hardware and software sales over $90 (contig. US via U PS) 


Retail Price: $59.95 
Theme Action/simulation 


Release Date 4th Quarter, ‘94 


Over-night, 2-day, or other shipping-(call!) California Residents add 8.25% tax 
I. Not responsible for typographical errors Visa, MC, checks, Money orders 
2. Returns not accepted w/o inv. # gladly accepted! 


5 


3. Price and availability subj. to change w/o notice We aint to please!!! 


ELECTRONIC RTS 


STRATEGY PC ACTION PC ADVENTURE 


STOP. iy aha 


THE NEXT GENERATION OF TECHNOLOGY THAT WAS USED. 
IN ALONE IN THE DARK IS USED IN A FANTASY GRAPHIC 
_ ADVENTURE DESIGNED BY ADELINE SOFTWARE. 


& r become really frustrated when a game has 
spectacular graphics in the introductory sequences 
and when the game starts the graphics are not 
nearly as good? Relentless: Twinsen’s Adventure 
shouldn't leave you feeling that way. The superb 
SVGA graphics create a polygonal world filled with 
: truly thr nensionally rendered objects in 256 


vibrant colors. Those familiar with Alone in the Dark 


by Adeline know the realistic look of the body 

movements and gestures of the characters. 
Twinsen can quickly enter different modes of 

action. While in Normal mode, he is his usual self 


_. _ with a calm demeanor and the ability to make sim- 


ple o observations and find objects. In Athletic mode, 
Twinsen gets that adrenaline pumping as he can 
run and jump like an Olympic athlete, but if he 


needs a good left hook to take out a guard he can’ 
enter Aggressive mode. Sometimes discretion is — 


Relentless: Twinsen’s Adventure 
by Electronic Arts 


Game Summary 

You take the role as Twinsen, a young 
Quetch entreated to the Goddess Sendell in 
a dream to come to your planet's rescue. It is 
your destiny to restore peace and harmony 
to your world. The tyrant Dr. Funfrock has 
taken over the planet and has imposed his 
brutal methods of control over the entire pop- 
ulation. 


Requirements: 486/25+, 4MB RAM, 


CD-ROM Drive, SVGA VESA 
Sound Blaster 
and compatibles 


Distributed bie Electronic = 
Retail Price: 


Theme Grao hic —- 
Release Date 4th Quarter, ‘94 


Sound Support: 
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_the better part of valor so Twinsen can go into 


Discreet mode and tip-toe his way around. 
_Twinsen will have to use all his abilities to stop 
the tyrannical Dr. Funfrock. It all started when the 


Goddess Sendell came to him in a dream and 


showed Twinsen the destiny that awaits him. 
Unfortunately, his quest begins as he is held pris- 
oner by the Doctor in an asylum. Dr. Funfrock 
gained his power when he discovered the technolo- 
gy to clone the different creatures on the planet and 
the use of teleporters to put them wherever they 
are needed at an instant. 

By using his superior |jamammeam 

powers for his evil pur- faam 

poses, all species suffer fm 

from his reign of terror, 

and few are capable of 

resistance. Twinsen must 

seek out those who can jaa 

help him, and to do so, fam 


must travel great dis- | 
tances in his quest to © 


save the world. 

~ Along the way there will | 
be objects that can help 
Twinsen. Sometimes he 
must find a key to get f 
through a door or locate | 


health boosts to make him feel better. After killing 

one of Dr. Funfrock’s clan, a coin might be released 

which Twinsen can use to buy things. 7 . 
Twinsen also has a Holomap to indicate his loca- 


- tion on the planet, and to show you the places. he 
_ feeds to investigate. Places with red arrows inc 7 
cate the places he must visit to ane his design a 


ed tasks. - 

Relentless features some or graphics and 
animation. Look for this game to be released in 
time for Christmas. 
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Shhh . . . It's a secret. . . We cannot disclose 

the hidden word, it’s up to you to solve it. In 
addition to the myriad of word puzzles, Zig Zag 
offers another exciting twist to the game, a word 
game adventure. The solution is near, each puzzle 
brings you closer to completing the grand 
adventure. 

Right letter and location, you got a Zig . . . Right 
letter... you got a Zag. A few letters to go . 

Can you deduce the word before the puzzle ends? 
Prepare your deductive powers as you embark on 
the ultimate word puzzle adventure game! 


‘‘A word game that you can’t put down” 
“Non-stop entertainment for the whole family”. 
‘A unique word game with adventures as well’’ 


e@ Intuitive Interface 

@ Enormous built in Dictionary 

@ Player History 

@ On-line Hints 

e 45,6, & 7 Letter Words & Numbers 


“Zig Zag’’ computer game is for IBM PC. 
It can be obtained through your favorite 
retailer or call: 


1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
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TH SID AND AL. 
THE INCREDIBLE TOON MACHINE FROM SIERRA IS_ 
COMING. THERE ARE HUNDREDS OF PUZZLES TO SOL 
WHILE WATCHING THE ANIMATED ANTICS OF OUR HC 
Al E. Cat is 72 pounds of flea-bitten laziness. he'll spew fire. Eunice Elephant is quite the bl 
Many of the puzzles feature this good for nothing _ hard. Drop something on her trunk and she'll i 
ball of blue fur. Sometimes you have to nudge him _into the air. Smack her on the rump and she'll blow 
Off a ledge so he can chow on the dead fish. He stuff out of her way. She loves to inhale peanuts. ~ 
_ does like bananas and bubble gum too. = =—=—_—Hildegard Hen, on the other hand, lays an eggif 7 


__ Sid Mouse also likes bananas and bubble gum, she gets whacked. _ 8 
but he especially likes a big hunk of cheese. One of _ - You can use these characters with other tools in. 
Sid's favorite things to do is to razz Al. In some _ order to effect the desired reaction. Some of the 
puzzles you have to get Al to chase Sid up ladders, parts include: rope, teeter-tooter, fish, hat pin, 
‘through tunnels or along candykane planks. These _gears, Cllff Ant, trap door, scissors and many many 
two characters along with the puzzles make thisa more. There are 71 gadgets and characters in The 


one-of-a-kind entertaining product. Incredible Toon Machine. _ 
_ Each puzzle has a goal. In some cases its just Toon-O-Matic, Head-2- 7 
getting Sid up a ladder or Al off his platform. In Head and HomeToons |. 2205009552 SS SCTE 


FIER ORE A HE RAY MH MN Ae cy Bi Moir RnR Mel oM eal. Al Me Uke woe aes 


order to complete the puzzle you will be given a _are the three major areas pectic 
number of different parts to use. These parts areas of game play. There are fice’, 
entertaining as Sid and Al. For instance there’s Bik 100 puzzles in Toon-O- |. 


Dragon. If you hit him on the tail with something Matic with varying] 


= neni ie degrees of difficulty. Ifyou f° || 4 /F na: fF aes 
i ee ee NADER tO Nave a ihend }32227:; AS g arte: 
over, you can challenge | |. a - al bree 
them in Head-2-Head. |: |) 7 18 7 ual atin 
First one to solve the puz- | | Bs pect 
Zle wins! For those of you | | 
Who like making puzzles | ae 
—aswellassolvingthem |: Rag 
| tee oy 
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Incredible Toon Machine 
by Sierra 


SD ese i ee eae oe ea 
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Game Summary 

Like its adult predecessor, The Incredible 
Toon Machine is a wonderfully inventive 
machine puzzle game. You have to manipu- 
late creative characters, parts and tools to 
solve the puzzle. The puzzles range from 
easy to hard and certainly are amusing even 
to most cynical people. If solving puzzles 
aren't enough, you can create them too! 
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Requirements: 


VGA,4MBRAM, [eae Sees | 
| . ' Windows 3.1, 486\SX Bee 
Sound Support: _ Most major sound cards RR isieeves: 
: j__ Available for: PC, MPC and Macintosh : rie tetris 
oe Designed by: Dynamix 
ee N/ 


1 __Distributedb Sierra een i ns : 
Retail Price WA SRE ete eee ee tcc cs sac eee ec acacia eee: 
Theme , Puzzle fae Pine naaoaec mao : aes pace 
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Release Date 4th Quarter, ‘94 
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co-ROM 
CINEMATIC 
MULTIMEDIA 


© 1994 XATRIX INTERACTIVE DESIGN, INC. ALL RIGHTS RESERVED. PUBLISHED AND DISTRIBUTED BY INTERPLAY PRODUCTIONS, INC. 
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SHANDAR RETURNS FOR HIS 
REVENGE. 


SHANDAR THE EVIL WIZARD KEEPS ON COMING BACK 
AGAIN AND AGAIN LIKE A BLONDE WITH A FATAL 


ATTRACTION. 


Ishar 3: The Seven Gates of Infinity continues the 
Story of the two previous episodes. In the Crystals 
of Arborea, Jarel (no, not Superman’s pop) started 
the whole adventure when he set out to find the 
magic crystals in order to use them against 
Morgoth, the banished black god. 

Ultimately, Jarel did kill Morgoth and went on to 
establish a peaceful and prosperous kingdom. After 
his death, the kingdom degenerated and the “good 
son’ of Morgoth and the evil witch Morgula began 
to take over. Krogh setup shop in Ishar (which 
means “unknown’ in Elven) Tower. He, like his 
father before him, was struck down in a fierce bat- 


tle. This opened the door for another opportunist to 
weasel his way into the kingdom with power 
_ $natching on his mind. Shandar, a monk of Chaos, 


148 


began to sell his hallucinogenic potions to the fun 
loving , but unsuspecting, people of Arborea. 


Ishar 3 
by ReadySoft 


Game Summary 
The Seven Gates of Infinity is the third 
episode in the series. Even though evil wiz- 
ard Shandar has been destroyed his con- 

sciousness continues to live it up on a magi- 
cal plane. This vile, despicable, creature is 
looking to come back to Citadel as soon as 
he finds a new body. Your mission is to 

thwart Shandar’s plans. 


Requirements VGA, 4MB RAM, Mouse 
Sound Support Most major sound cards 


Available for: PC and compatibles 


Designed b Silmarils 


4th Quarter, ‘94 


Release Date 
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shandar’s financial savvy soon reaped him riches 
beyond avarice. He then converted his employees 
into followers and began building a religious cult. 
Like all good evil wizards, Shandar built himself a 
spooky tower to rival Ishar. This set the stage for 
Ishar ll. 

In the second installment, twin brothers Grimz 
and Grim! helped a group of adventurers called 
“The Messengers” to take on Shandar. Through 
pure luck and heroics, Shandar was killed, or so 
they thought. The resourceful Shandar was able to 
transfer his consciousness to a magical plane 
where he planned his 
return to Arborea. 

This is the starting place 
of Ishar 3. In order to 
leave the magical plane 
Shandar must inhabit 
another body. He has 
selected to take over the 
body of Wohratax, a two Mii 
thousand year old gigan- fami 
tic winged dragon. @ 
Wohratax is the sole sur- & 
vivor of the legendary | 
Black Dragons. 

You and your party 
must destroy Wohratax, @ 


Aven. 
. Warrior 
- Hunan 


Level : 
Experience: 
, h talit 
ysical : 
Pos sei : 
_ Cok : 


1 
1000 


bes er ame F | 
90 fag” 
100 Sa Me 
ESiOR 56 ie or 
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Ewe Sven fy Gates f om intin f , 
but there's a time limit. Shandar will be able to take 
possession of the dragon only during an astronomi- 
cal conjunction, so your quest must be successful 
before that heavenly event. But when will the con- 
junction occur? Where it will occur? And maybe 
even more importantly, in what time period will it - 
occur? All of these questions must be answered in 
the early days of your quest. 

Ishar 3: The Seven Gates of Infinity has all the 
aspects of a fantasy role-player you’d expect and 
more. There are 40 spells including exorcism; real 
time combat and a vast world to explore. 


Gold. Greed. Gallantry. 


The gold is gone. Greed runs rampant. Gallantry will 
prevail. The legend of Zorro lives on in a whip and 
blade adventure of swashbuckling proportions. 
Featuring full-motion video. | 

Available on IBM CD-ROM. 


—— THE PINNACLE OF — 
ENTERTAINMENT SOFTWARE 


To order call: (305) 373-7700 - (800) 468-7226 - BBS (305) 374-6872 
Software Creations BBS (508) 365-2359, 2400 Baud - (508) 368-7139, U.S. Robotics - (508) 365-9352, 14.4-28.8K 


Zorro™ and ©1994 Zorro Productions, Inc. Licensed by The Imagination Factory. 


copies making it the best-selling air combat flight 


simulator for the PC. Spectrum Holobyte is in the 


process of working on the next version of this popu- 

lar game and plans on releasing sometime late next 
year. 

Spectrum believes it will break new ground in the 


— combat flight simulation category of games by intro- 


ducing an interface that uses artificially-intelligent 3- 


_ DWideo graphics to re-create an actual air base, 
making the player a part of a Air Force squadron. 


The player starts the game as a 2nd Lieutenant 
and will be recognized by his rank on the base 


making the computer-controlled characters react 
_ and treat him differently than if he were more supe- 


rior. If you arrive at the air base for the first time, 


__ the characters will not find it strange when you ask 


for directions to a certain location. If you have been 


Falcon 4.0 
by Spectrum HoloByte 


Game Summary 

Continuing the successful tradition of the 
Falcon family of products, Falcon 4.0 will 
give the player’s pilot a persona that will 
interact with other player's or the Al in a vir- 
tual world. An air-and-ground war run in real 
time will be controlled by a Campaign 
Manager that will allow battles to run even 
while the player's pilot is on the ground. 


Requirements: 


Sound Support: 


Retail Price: 


“it Flight Simulator 


Release Date 4th Quarter, ‘95 
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~ Don’r JUST CONTROL A 
PILOT, BE THE PILOT. 


SPECTRUM hone IS CONSIDERING THEIR COMPLETELY 
REWRITTEN FALCON 4.0 TO BE GROUND BREAKING IN THE 
-WORLD OF COMBAT FLIGHT SIMULATION. 
Since 1991, Falcon 3.0 has sold over 700,000 


_ predecessors so success- 
ful. The cockpit will be in 


there for a while, they 
might question your 
health since you should 
already know where 
everything is. 

A full-scale war is taking 
place in real time outside 
the base which the play- 
ers will be called upon to 
participate in. You better 
be up and ready when 
your squad Is called into 
action because your 
delay can have an effect 
on the entire operation. 
An artificial intelligence 
will act as the Campaign 
Manager keeping track of what goes on even while 
your sitting comfortably on the ground. 

Unlike the previous Falcon games, Falcon 4.0 will 
have you flying with a squad and not just by your- 
self. When you start a pilot, he will be of a lower 
rank than others, therefore you will have to take 
commands instead of give them. As you move up in 
rank, you will take command of your squad and 
pass out orders in the air. For players who are 
already seasoned pilots, there should be an option 
that will allow you to start a pilot at a rank of your 
choosing. Players will be able to enter 3-D rooms 
on the base to receive their assignments or check 
monitors to see news bulletins about how the war is 
progressing. 

Falcon 4.0 is expected to break new ground not 
only in the way campaigns are run, but also in tech- 


_ nology. All new computer code has been written for 


version 4.0, but uses 
some of what made its 


Sharp 640x480 SVGA 
graphics, but all of the 
graphics in the game can 
be customized by for 
slower systems or be 
changed to a ultra high- 
resolution “Pentium- 
mode.” i 

Spectrum feels that the [= 
complexity of the other @ 
Falcon games has made 
inaccessible to more 


mainstream flight sim users. Falcon 4. 0 will allow 


the player to modify the realism to a greater extent, 


and there will also be a backseat tutorial pilot avail- 


able to give New pilots some fundamental instruc. 


tion. Unlike other tutorials of this kind in the past, 

the Falcon 4.0 teacher will be more intelligent and 
modify his instruction to meet your abilities and up 
to the moment situations. 


Falcon 4.0 will support six player network andy 


modem play and allow them to try different planes 


in the style of such popular BBS games such as Air 


Warrior on GEnie. Spectrum is also working out the 


preliminary planning for a F-15 Strike Eagle 5 which 
should have the ability to link into the Falcon 40... 


world, 


So what might be next for Falcon 5.0? Some 


experimentation is going on with digitized 3-D ter- 


rain to take advantage of the Pentium’s capabilities. 
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A VAST UNIVERSE HAS NO 
SHORTAGE OF ADVENTURES. 


IT SEEMS THAT THE ROMULANS MIGHT BE UP TO NO 
GOOD AGAIN AND THIS TIME THE CREW OF THE ENTERPRISE 
REALLY HAS THEIR HANDS FULL. 


Soon after the release of the next Star Trek fea- 
ture film, “Generations,” Spectrum Holobyte should 
have their Next Generation game titled “The Final 
Unity” on software store shelves. The crew of 
ST:TNG must have had a busy year as their show 
aired the final episode after seven seasons, they 
were in the process of filming the movie and, 
amidst it all, found time to read over sixty minutes 
worth of dialog for the game, approximately an 
entire season's worth for each of them. 

Using that much dialog allows the game to take 
many turns and directions for the characters and 
the action within the main story line in general. 
Most of the crew from the last few seasons are the 
seven characters that make up the game. Players 
will have the opportunity to control Picard, Riker, 
Data, Worf, Dr. Crusher, Geordi and Counselor 
Troi. Each can be asked for their advice on a cer- 


Star Trek: TING “A Final Unity” 
by Spectrum HoloByte 


Game Summary 

Maneuver the Starship Enterprise within 
three dimensional tactical space, choose 
which members of the crew will participate 
on Away Teams to investigate alien planets, 
explore many of the hundreds of stars within 
known space and use the vast resources of 
the Enterprise to accomplish the final goal. 


Requirements: 1x CD-ROM Drive 


SVGA, 386+ 


Sound Support Most major sound cards 


: 


| __ Theme Graphic Adventure/Space Sim 
~ Release Date 4th Quarter, ‘94 
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tain situation, and it is up to the player to decide 
who will go on Away Team missions down to a 
planet's surface. The way to select who will go 
should be based on their special abilities. If a char- 
acter gets injured on a mission they cannot die, but 
they will have to spend some time in the Infirmary. 

Unlike other Star Trek games in the past, The 
Final Unity is a completely new script that had to 
constantly be over-looked by the writers of the 
Television show to ensure its authenticity in that 
style. The entire production in fact was watched 
over closely by Paramount. 

And that could not have been an easy job for 
them. With over 10,000 locations to explore and 
multiple hours of script, there will be plenty for 
gamers to do. To get there, the Starship Enterprise 
is not controlled in the traditional simulation man- 
ner. Not surprisingly, the player will give commands 
through Picard to direct the 
ship to its location. But you | 
wont be reaching for a 
flight stick in combat situa- 
tions either. Through an J 
advanced space simulator, 
the player will have to take 
charge of the ship's power 
and distribute it where 
needed. If the task sounds 
too great for some players, 
they can turn as much over 
to the crew as they like. 

Not even Data could pos- 
sibly Know about so many 
locations in the universe, 


» 
= 


so players can consult the 
Computer on the 
Enterprise for information 
on where they are or where 
they're going. To maintain 
that level of authenticity 
| throughout, the Computer 
uses the voice of Majel 
Barett, the same voice from 
the show. Likewise, the 
interface is designed in the 
style of Michael Kuda’s 
consoles on the ship itself, 
Trekkers should recog- 


well. Spectrum did all of the 
recording and production 
in-house creating original sounds by trying to mimic 
what was used in the TV show. The task was a 
tough one for the team who had to manage over 
10,000 files, which was more than they had antici- 
pated at the beginning of the project. 

The job of the artists was no less formidable. For 
each second of animation, fifteen stills had to be 
created. Over 15,000 frames in all were made for 
the final by only four artists. By using state-of-the- 
art graphics software and painted backgrounds, the 
two were combined to create planet surfaces that — 
are beautiful and awesome. | 

Trekkers can get one of 30,000 serial numbered 
Collector's Editions which will contain an LCD pin of 
an Enterprise fly-by. 


Is the cast of ST:TNG giving up the ship for _ 


good? No. Expect subsequent episodes of the 
game some time in the future. 
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ACTION. AND RECORD THE EVIDENCE? 


COMING SOON FOR THE MACINTOSH. VOYEUR HAS THE CRITICS RAVING: 
“VOYEUR IS A SENSUAL THRILLER THAT REALLY PUTS YOU INTO THE GAME.” — ELECTRONIC GAMING MONTHLY 
“VOYEUR IS A MARVELOUS CREATIVE ACCOMPLISHMENT.” — COMPUTER GAME REVIEW 


“THIS GAME BRINGS OUT THE VOYEUR IN ALL OF US...AND:.TRULY SHOWS HOW MUCH 
FUN A MURDER-MYSTERY/INTERACTIVE MOVIE CAN BE. HIGHLY RECOMMENDED.” 
—- COMPUTER PLAYER 
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% DON'T GET CAUGHT! 


YOU'LL GET AN EYE-FULL OF EROTIC EXCITEMENT AS 
YOU PEER INTO YOUR NEIGHBORS’ SORDID LIVES IN THE 
INTERACTIVE AND WICKEDLY SENSUAL WHODUNNIT, VOYEUR. 
POLITICAL BLACKMAIL...MURDER...SEDUCTIVE INTRIGUE... 
YOU'LL SEE IT ALL. BUT WILL YOU ONLY WATCH—HIDDEN LIKE 
A TRUE VOYEUR—OR WILL YOU STEP INTO THE DRAMA TO VIDEOTAPE THE 


THIS PHILLIPS CD-I HIT 1s NOW AVAILABLE ON CD-ROM For IBM COMPUTERS AND IS 


CINEMATIC 
MULTIMEDIA 


IBM (CD-ROM Conversion 
(1994 inter ny Sequnioas 
ghis reserved 


1993 Philips | Pas Media, inc. 


TRAVERSE A WORLD FILLED 
WITH DANGER. . . 


RAVEN SOFTWARE TEAMS UP WITH ID TO PRODUCE 


HERETIC—A GAME DESIGNED WITH THE DOOM ENGINE IN 
_ PRACTICE AND A FANTASY WORLD IN MIND. 


Cant get enough of that cool Doom engine but 
tired of the Doom and Doom II monsters? Not satis- 


_ fied with everybody else’s version of Doom? Want 


something that’s similar but different as well? What 


_ you want is Heretic from Raven Software. 


Heretic uses the same graphic and game play 


, engine found in Doom, literally. The engine has 


_ been licensed from id Software and both Raven 


and id have made the game in conjunction with one 
another. So while some people might have a ver- 
sion of Doom, this is the real thing, with a different 
story attached. | 
Heretic has added a number of things to the 
Doom experience. One thing you will find is that 
you will have an inventory system. This means that 
you won't have to wish you could go back and pick 
up that health anymore, since you'll be able to carry 
it around with you. Heretic has also increased the 


level of strategic play by adding a number of new 


| | __Distributed by: 


Heretic 
by Raven Software 


Game Summary 

You have been branded as a heretic after 
the destruction of your people. It is your task 
to clear your name from this stigma. You 
must journey through many levels in three 
different areas and do battle with terrible and 
dangerous creatures. Heretic uses the same 
graphic and game engine used in id 
Software’s Doom. 


Sound Support Most major sound cards 


| Requirements: VGA, 4MB RAM 


Available for: ___PC and compatibles 
|__ Designed by: Raven Software 


Retail Price: 
Theme 


| Release Date 


, Action 
December, ‘94 
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elements. For example, there will be pods that, like 
the barrels in Doom and Doom Il, can be blown up. 
However, you will now have the ability to move 
them around, thus exploding them for a specific 
purpose in a certain place. Other additions include 


_the ability to look up and down, and the ability to fly, 
_and weapons that can be set and timed to explode 


at certain times. 

You will have six unique weapons that can all be 
powered up. The weapon power-ups are awesome 
in effect—a simple bolt-style weapon, when pow- 
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ered, causes a rain of damaging fire. 


The story is simple: your people have been 


destroyed by an evil race. You have been branded 
traitor and heretic. It is now your task to clear your _ 


Mame and the name of your people. © 


Heretic will take place in three distinct environ- 
ments—the city of the undead, a volcanic region © 
and a series of underwater domes. The first install- 
ment of the game will be made available via share- 


ware and should be released in either late 


November or early December. 
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Available on: PC Compatibles, 386 or better, 4 MB of Ram, 3.5” High 
Density Floppy, Mouse, YGA color. graphics. Sound Support for Sound 
Blaster AW32, Sound Blaster 16, Sound Blaster Pro and Compatibles, 


Pro Audio Spectrum and Roland 


by Kevin Perry 


As computer games have evolved from 
the early days of Zork, the most obvious 
(and sometimes the only) advance has 
been graphics. After escaping the infan- 
cy of RGB, we grew with CGA, and 
walked with EGA for a while. We flirted 
with MCGA very briefly, and then set- 
tled on our current love, VGA. Though 
we've held at VGA for a while (a very 
long time, in fact, given our notorious 
roving eye), many programs require or 
at least recommend SVGA for sharper, 
clearer graphics. 

Why have graphics capabilities advanced 
so far, so fast? Why is the first comment peo- 
ple make about computer games always about 
the graphics? Why is so much marketing 
emphasis placed on graphics? 

Graphics are the primary mechanism games 
have to draw us in. Sound helps, atmospheric 
writing and materials certainly speed the 
process along, but nothing grabs our collec- 
tive gut like pictures. Perhaps it’s a 
byproduct of our television and movie 
upbringing. Perhaps it’s the first-person 
effect, making us care more about situa- 
tions we can more easily imagine our- 
selves in. 


Are Pictures 
Worth a 1000 Words? 


This makes a tremendous dilemma for 
the creators of today’s games. This 
need for graphic excellence has trans- 
lated into the technology race going on 
in PCs today. After all, if the best games 
require Pentiums and 32 Meg of RAM 
to run properly, the game-buying public 

will complain bitterly. This same public 

will also complain bitterly if the graphics 
in the games aren’t equal to what they 

consider state of the art. Not unusually, 
everybody wants more better faster, but 
cheaper. We'll eventually upgrade, but only 
after mass production has forced the prices 
down. 

So the game designers must walk a taut 
tightrope, providing improved performance on 
demand that will run acceptably on standard 
hardware. The other pitfall that must be 

avoided is another common complaint of 
today’s gamers: emphasizing graphics 

over game play. So, not only must large 
portions of development time be spent 
creating excellent graphics, and then 
downsizing them to run on the average 
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gameiek cinema | 


DIGITAL MOVIES 


machine, but also development resources must The Technical Stuff 
still be applied to great game play. This latter 
transaction often doesn’t happen, unfortunate- 
ly; but before we go mob the castle of the evil 
game designers, torches and pitchforks in 
hand, let’s recall in silence all the times we 
thought less of a game because of its poor 
graphics. 


Graphics ideas still begin with pencil point on 
paper. Charlie Athanas, Studio Director at D.C. 
True (and one of the primary creators of the 
game along with President Robin Antonick 

and Subject Expert Dr. Brad Stock), comes 
to the field of computer graphics from 
more traditional areas of art. Of course, 
he’s also perfectly at home using his 
Quadra 950 for design work as well as 
the old ink on parchment. The ideas are 
~~ then linked in with the rest of the story- 
board for sequencing. 

The Quadra 950 is utilized for texture 
mapping onto 3D models that have been 
(On occasion) modified from Acuris and 

Viewpoint models; Pixar textures are 
occasionally used as well. These models 
_. and others like them will be quite familiar to 

games. In those a : anyone who has seen computer graphics 
articles, we've _ | recently; they usually form the stark-edged 
shown only pre- objects with lights playing all over them in the 

liminary sketches intros to many games. 

and early graphic But to animate these objects, D.C. True 
treatments of moved beyond their standard Mac-based 
portions of the graphics roots and took a big (as in big $) step: 
game. into SGI Indigo systems and Wavefront tech- 

Why? Mostly nologies. They also brought in Ken McAII as 

because the a specialized 3D Wavefront artist. In 
graphics for Wavefront, Ken creates and meshes the 


The CyberJudas Project 


In the previous three installments of 
this series, we’ve used D.C. True’s 
upcoming project, CyberJudas, the 
Sequel to Shadow President, as a 

model for showing the tri- 
als and tribula- 
tions that ideas 
undergo before 
becoming 


the game objects into moving scenes, called flic 
werent done files. These scenes (when converted 
yet. Even 


back from the SGI through DeBabelizer 
and eventually onto the PC) are used 
as dramatic scenes and cinematic pay- 
a — : offs, as well as operational animations 
A ee he , in the interface itself. : 


Looks Good, 
But How Does It Run? 


A major concern at D.C. True was making 
sure the system requirements for 
CyberJudas didn’t go through the roof, and 
graphics are a primary cause of processor 
inflation. The CD-ROM nature of the game 
binds graphics capabilities even more, as data 
transfer rate exerts absolute rule over what is 
feasible. 

Animations face a serious problem in mod- 
ern computer graphics. Along with digitized 
video clips (not present in CyberJudas), 
animations can rarely be shown at decent 
frame rates at anything near full screen 
size; current memory systems (well, sys- 
tems with less than 128 Meg of RAM, 
anyway) are not capable of handling the 


now, as the 
game nears 
completion 
(though it has yet to 
see playable beta as of this writing), 
many of the graphic sequences haven't 
been fully implemented yet, or still need 
tweaking. In fact, the only reason why 
preliminary graphics were available at all 
was for marketing purposes. 

CyberJudas is not your typical game in 
terms of graphics in any event. In a graphic 
adventure or arcade game, the player is in the 
graphic mode all the time. In CyberJudas, how- 
ever, play progresses in a series of storyboard- 
ed modes, with graphics added for theatrical 
and cinematic purposes. Thus, much of the 
game’s underlying code can be written with- 
out the graphics having been added in yet. 
This isn’t to say that the graphics are that 
tertiary to the game experience; merely 
that in a production sense they are one 
of the last things to go in. 
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The Pros: Go head to head against 
them, or step into the shoes of 9 different 
featured pros. Listen to their tips. 


Learn about their greatest moments. 


The 486 Technology: The new Target Arc” 
System enables you to visualize your shot 
and control ball spin before you swing. 

A snap-around view, mutiple camera angles, 
mutimedia video, digitized speech, 
and a quick redraw rate combine to make 


the most realistic golf simulation ever. 
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EA SPORTS, the EA SPORTS logo 


Fuzzy Zoeller 


~ 


the game. Drives, fairway irons, chips, sandblasts and putts 


are seamlessly overlayed onto majestic TPC courses. 


The Swings: Each pro was filmed then digitized into 
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PGA TOUR 


IBM PC-CD 


SPORTS. 


LAT TINGS 
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The Formats: The ultimate challenge 


is tournament play. But stroke, match, and 


Skins are options. 


The Courses: Play the most diverse and 
challenging of the famous TPC courses: 
Sawgrass, Summerlin and River Highlands. 
Constructed from the actual blueprints, the 
courses are so real that players can actually 


feel the different course personalities. 


You're paired with Stadler, trying to catch Kite on the back 
9 of Sawgrass. First you made the cut. Now you're in the money 


and have a shot at a PGA TOUR victory. PGA TOUR Golf 486 


has the pros, the pressure, the courses, the yips. 


SPORTS. 


It’s in the game.” 


Home of he Camon 
IREATER HARTFORD 


It's in the game.” and Target Arc are trademarks of Electronic Arts. PGA TOUR, the TOUR logo, the Tournament Players Club and TPC are registered trademarks of PGA TOUR, Inc. and used by permission 


playing with the density of the animation. It's an graphics; in other words, what you see on 


old animation trick from the days of film anima- these pages is very close to what you get. 
tion, although on a different scale. See, to give 

a beautiful animation, there’s no reason why But Are They 

every pixel needs to be animated. Objects can . 5 

be animated across a still background easily; Just Pretty Pictures? 


that background can still move, but not all at 
the same time. In this way, animations can be 
made more precise as well as economical. 
The primary way in which CyberJudas’s 
graphics will stand out, however, is D.C. True’s 
dedication to lossless graphics. In order to deal 
with limitations like storage space and data 
read capabilities, most software uses storage 
utilities of one form or another. The biggest 
problem with these is that data is 
inevitably lost. When graphics suf- 
fer loss, it’s very evident. But 
CyberJudas will feature lossless 


As was mentioned in the earlier articles, 
CyberJudas depends very heavily upon atmos- 
phere to tell its stories. The graphics will be no 
exception to this. Athanas and the other 
designers see the graphics primarily as a way 
of bringing drama to the game, by adding a 
“visceral and tangible humanity to the num- 
bers.” On the scale that CyberJudas runs, the 
player is unlikely to be personally affected by 

the decisions made (at least initially); but 
hundreds or millions of people will be. 
When players are throwing around 
weapons of mass destruction, It’s 
up to the graphics to bring the 
scene down to a personal level 
ail and show the player on an 
— a emotional level which 
display the effects of 
such an action. 
Politicians are 
often accused of 
not understand- 
ing the import of 
their actions; 
the designers of 
CyberJudas, as 
these pages 
show, want their 
players to realize that 
this game is personal. 


detail. Thus, most animations are shown at 
quarter-screen size or less, and even then 
frame rates are often compromised. 

Athanas did not want to settle for less than 
15 frames per second (motion pictures run at 
24; TV at 30). The final product, after much 
technical wrangling, will be able to meet these 
specifications. One good trick to achieving this 
(largely impossible in digitized video) is by 


“A DOUBLE MUST-HAVE. 
Anyone who plays computer 
games will want this 
AMAZING CHAIR!” 
Marc Spiwak 
POPULAR ELECTRONICS 


“! could actually FEEL the 
punch of the afterburner!” 
Ed Dille, ELECTRONIC GAMES 


Laat 


“VIRTUAL UTOPIA!” iT 
Marc Dultz, STRATEGY PLUS er | HOW IT WORKS 


A 100 watt subwoofer built into the base generates 
low frequency sound that resonates through the 
wave chamber hidden inside the chair. Thus you not 
only hear but FEEL your simulation. Paired with your 
amplifier, the ThunderSeat makes your favorite flight 
sim as realistic as it can be without a motion 
simulator! 


OPTIONAL SIDE CONSOLES 
put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and 
you have the perfect setup for both flight 
simulation and office work. 
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For a FREE CATALOGUE CALL 


1 ¢ 800 * 8-THUNDER 


ThunderSeat Technologies 
6330 Arizona Circle Los Angeles, CA 90045 
310 © 410-0022 FAX: 310 ¢ 410-1569 
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a Games Returns 


Christmas comes but once a year. While it 
might be nice to have that kind of spirit and good 
cheer all year long, our wallets are happy that we 
only have to buy gifts once a year. And speaking 
of gifts, here are some items that you might want 
to have waiting under the tree for you come 
Christmas day. In addition to the items on these 
pages, you'll want to look through our Review, 
Hardware, Child Support, Add-Ons and Preview 
sections for those last-minute stocking stuffers. . . 


Look for Accolade to release several sports 
titles by Christmas including what looks to be one 
of the more interesting football titles on the mar- 
ket. Live Action Football features just 
that—live action. Accolade took an actual arena 
football team and filmed them over several days 
running hundreds of different plays. This could be 
the most realistic football experience available on 
the PC. 

Look for Activision to go after the Macintosh 
market with the release of Sargon 5 on floppy 
for the Mac. Additionally, Activision is planning 
the release of the Return to Zork 
Anthology. 

Alliance Interactive will continue its 
releases of classic products with a new CD-ROM 
that should be on store shelves by the time you 
read this. The Harpoon Classic CD will con- 
tain this great game from several years ago along 
with all of the expansion packs and sets. 

The two Avalon Hill products already men- 
tioned in this issue (5th Fleet and Flight 
Commander 2) will be out in time for 
Christmas. Additionally, Avalon Hill is planning a 
couple of additional military strategy games 
including Stalingrad. This game centers 
around some of the decisive battles of the 
Russian front in World War Il. For those who live 
north of the Mason-Dixon line, this will be a fitting 
title for winter. 

Bethesda Softworks has been waiting for 
the college basketball season to start before 
releasing NCAA Il, which will undoubtedly hit 
the shelves very soon. A number of readers have 
been clamoring for a PC basketball game, and 
NCAA II has shown a lot of promise. Smooth- 
scrolling graphics and animation highlight this 
title. 

We've been talking about it for months. We’ve 
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Empire's Dawn Patral 
been writing stories about it, we've been waiting 
for it. The wait should soon be over for D.C. 
True’s CyberJudas. If you haven’t been 
reading our series of articles on this title, you’ve 
missed some interesting stuff. Look for this title to 
possibly change the way some people create 
games in the future. | 

There isn't an official word yet, but Deadly 
Games might have the sequel to U-Boat out 
for the holidays. What better stocking stuffer for a 
Mac gamer than U-Boat II: Drum Beat? PC 
players will note that U-Boat PC should be out 
in the very near future as well. 

One of the most awaited games of the season 
is without a doubt Lords of Midnight from 
Domark. This fantasy RPG features NPCs who 
are able to act on their own. More than just being 
able to complete actions, they will act totally inde- 
pendently from the player if that is what is 


desired. Sounds like a step in the right direction 
for RPG’s. 

Dynamix hasn't been totally taken over by 
Slerra On-Line yet. They’ve still got a few 
products coming that no one should be without on 
their holiday shopping list. For the sports lover, 
you can’t go wrong with Front Page Sports 
Football *95 which, in addition to the excellent 
FPSF engine, Al and playbook, has the best foot- 
ball animation we’ve ever seen, hands down. 
Puzzle freaks will be very pleased to note that 
The Incredible Machine 2 is due for 
release in the very near future. Productivity 
experts around the world cringe at the thought of 
another TIM on the market. 

Although it has already been talked about in this 
issue, Relentless from Electronic Arts is 
worth mentioning again. Twinsen’s Adventure 
offers an interesting plot and some of the best 
graphics and animation in an entertainment prod- 
uct to date. Game play is pretty solid as well. 

Empire Software is not done for the year 
with the release of DreamWeb. The company 
has scheduled Dawn Patrol for very early 
November. This is a World War | era flight simula- 
tion, a break from Empire’s normal game genre, 
featuring some pretty slick graphics. 

Look for FormGen and distibutee Apogee 
to flood the market with Rise of the Triad 
merchandise in the middle of November. As with 
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Doom and Blake Stone, there will be a 
packaged shareware version of the game as well 
as a disk version and a CD-ROM version avail- 
able (at least for now) on November 15. Looks 
like this is a date they will hit. 

Gametek has a number of winter releases, 
but none are more interesting than the 
Gametek Cinema line. They've taken some 
old cult films and slapped them onto CD-ROMs 
and priced them at about $20; around what you'd 
‘pay for a video tape. They've got some classics 
including Fritz Lang’s Metropolis, Reefer 
Madness and The Toxic Avenger. 

Look for some CD-ROM products to come from 
Impressions including a CD version of 
Lords of the Realm. You can also expect to 
have High Seas Trader on the shelves very 
soon. Those who have pirate (the seafaring kind) 
in their blood might want to take a look—this 
game is Impressions’ version of life on the ocean 
during the time of exploration. 

Interplay has a ton of products shipping in 
the near future including a PC version of Peter 
Gabriel’s Secret World and Mac and PC 
versions of Voyeur. The one to keep a watch 
out for is Stonekeep. It’s been on the Interplay 
docket for quite some time, but the game is just 
on the verge of being released. First-person RPG 
action with some killer graphics. Looks cool. 

While IVI Publishing is better known for 
their infotainment products, they will be blasting 
into the game market in a big way with Blown 
Away. It's based loosely on the movie, featuring 
a number of arcade-style games and puzzles. 
The game’s motto is “It’s a movie game, but it 
doesn’t suck.” Hey, they’re honest! 

Those who can’t get enough of military simula- 
tions should look no further than Koei’s 
Operation Europe. The game offers six of 
the most important scenarios from the European 
and North African campaigns of World War II and 
a management system that should be familiar to 
anyone who's played another Koei title. 

While Legend might have a CD-ROM version 
of Superhero League of Hoboken out for 
the holidays, the company is spending most of its 
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Southeast Asia, sometime in the near future. 
Combined Southeast Asian forces have 
formed the most lethal army ever known to 
man. From a super secret underground 
complex called the “lron Triangle”, the evil 
regime of Kim Dung Moon is on a sinister 
campaign to “purify” the world. They will stop 
at nothing. Only you, an elite Special Forces 
ultra modern digital warrior, the most fearless 
fighting machine in the known universe, can 
stop them. Do you have the guts? Do you 
have the nuts? 

Do you have the 
NERVES OF STEEL? 


Available in DOS 3.5 or CD format 
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time and resources finishing up Death Gate. 
As with other Legend titles, look for solid story- 
telling and an engaging plot to go along with 
some very slick pictures and animation. You can 
expect a lot more of this story-driven material 
from Legend as well, thanks to their new deal with 
Del Ray Books. 

If you've already finished TIE Fighter and 
are starting to go through withdrawal, 
LucasArts will be shipping you a fix in the 
guise of the first expansion pack, Defender of 
the Empire. If you still aren't satisfied, you can 
pick up the X-Wing Collector’s Edition 
CD-ROM, which will have the game, the ad-ons, 
and some new historical missions. 

SimTown should be out from Maxis, which 
will please the younger gamers. Older gamers 
who can’t get enough of the various sims- on the 
market will not want to pass SimTower up. In 
this one, you design, build and run a skyscraper, 
with all of the problems and difficulties that that 
entails. The scheduled SimRainForest will 
not quite make the Christmas deadline. 

While the ship date on Harvester has been 
pushed back to the middle of 1995, Merit has 
not pushed back the shipping of The Fortress 
of Dr. Radiacki. This is a spoof of the Doom 
genre games, featuring some very unusual 
weaponry and some even more unusual enemies. 
You can expect this one out in plenty of time for 
the Christmas rush. 

Windows users who desperately need to take a 
break from work need look no further than 
MicroLeague’s upcoming release of Time 
Out Sports Basketball. In addition to 
screen savers, Bernie and Jock have returned 
with a number of new games including a three- 
point shooting competition, a game of around-the- 
world and something called the Sweat Boy 
Competition. We aren't really sure about that one. 

MicroProse has been shipping an amazing 
number of games recently. The most awaited 
product on the way from MicroProse is Across 
the Rhine, a military simulation set in 1940's 
Europe. Can't wait to play this one—graphics look 
sharp, different for a military simulation—and the 
Al appears to be solid. You can also expect 
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Mindscape’s Dragon Lore 


MicroProse to bank on the Sid Meier name and 
the Railroad Tycoon name with both 
Transport Tycoon and Pizza Tycoon. 

If you missed the announcement that 
Software Toolworks has changed its name 
to Mindscape, you haven't read In The Works 
this month. Anyway, while the new SSI boss has 
a number of titles releasing soon, none is more 
hotly awaited than Dragon Lore. This RPG 
features some awesome graphics and first-per- 
son perspective game play. 

One would think that there are enough chess 
games on the market, but until now, there hasn't 
ever been one using the name of Bobby 
Fischer. Mission Studios’ Bobby 
Fischer Teaches Chess should be on the 
shelves as you read this. In addition to an excel- 
lent chess engine, the game will help teach the 
player the nuances of the game. This CD also 
includes a very detailed history of chess section, 
which offers insights into how the game was 
developed over the course of years. 

New World Computing has mentioned 
several titles that will be out for Christmas includ- 
ing the long-awaited Zephyr. They should also 
be bringing out Hammer of the Gods, a 
strategy game that centers around Norse legend 
and lore. It does sound different, but in actual play 
and design, it works very well. This is due in no 
small part to the fact that Hammer has been cre- 
ated by the same talented team that made 
Merchant Prince. 

Another of the most intently awaited games for 
a long time is Armored Fist from 
NovaLogic. This tank simulation uses the 
same graphics technology that made 
Comanche Maximum Overkill a smash 
hit a couple of years ago. Most tank games don’t 
let you get inside the machines. This one does, 
and it provides a game that is easy to get into and 
a lot of fun to play regardless of skill level. 

There has been a lot of talk about Wing 


Commander Ill, which is still on schedule for 
shipping around Thanksgiving, that some other 
Origin products might not have received the 
attention they deserve. One that should garner 
some looks from sim players is Wings of 
Glory. This game will use an engine similar to 
the Strike Commander one, only this time, 
the player is in a bi-plane in the middle of World 
War |. Seat-of-the-pants flying and excellent 
graphics? Sign me up! 

And speaking of excellent graphics, you can 
expect to have Papyrus’ NASCAR Racing 
out any day now. IndyCar Racing had the 
best graphics in a racing game to date, and 
NASCAR's top it. What is even more important, 
though, is that NASCAR is also about the most 
playable racing simulation ever designed, even 
for those who aren't gearheads. In other words, 
this game looks like television and plays like 
you're really driving. 

There are few more time-honored traditions in 
the computer entertainment world than a holiday 
edition of Lemmings. This year will not break 
with tradition, as Psygnosis will be releasing a 
Christmas Lemmings. They also plan on releas- 
ing The Lemmings Chronicles, new levels 
for three of the Lemmings tribes. You can also 
expect to see the awesome Ecstatica, which 
features the new ellipsoid technology, allowing 
characters to move as if they were real people. 

Wargame lovers love QQP! They are about to 
have another love affair with the Flemington, 
Jersey-based game designers thanks to The 
Pure Wargame. This game is exactly what it 
advertises—it’s just a very abstract wargame. 
There isn't a good or bad, a right or wrong. 
There's simply force and win or lose. Computer Al 
IS good in this one, but it really shines as a multi- 
player game, and it can be played by two people 
at the same computer as well as via network or 
modem. 

Mac users who have been waiting for some 
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cool CD-ROM games need look no further than 
ReadySoft’s winter line-up. Among the titles 
scheduled for release is the classic Dragon’s 
Lair for Macintosh CD-ROM. Straight from the 
golden age of arcade video gaming, Dragon’s Lair 
looks and feels just like the original. 

Sales Curve is following up the success of 
the Lawnmower Man CD-ROM with the 
sequel, CyberWar. In this game, you reprise 
the role of Angelo. As Angelo, you once again 
face off against the insidious power of the evil 
CyberJobe. 

Fresh off the success of the Monty Python 
Complete Waste of Time CD, 7th Level 
is working with cartoonist Bill Plympton on a 
new Windows product. Plympton’s work can often 
be seen on MTV, and his cartoons are particularly 
distinctive. What we've seen looks hilarious. 

Sanctuary Woods recently released 
Wolf, but the company is not resting on its lau- 
rels. Coming very soon is The Journeyman 
Project 2. This title will have graphics of the 
same caliber as the original Journeyman Project 
with an entirely new storyline. JMP was a ground- 
breaker, JMP2 should do as much, if not more, 
for the CD-ROM genre. 

One might think that Sierra On-Line would 
have enough to do simply maintaining its position 
as the distributor for Dynamix, but this is not the 
case. The company is preparing for the launch of 
King’s Quest VIII. KQ7 will have some of the 
most impressive animation ever created for a 
piece of computer software. This is one for the 
whole family, both in terms of attractive graphics 
and storyline. 

We've talked in this issue about the Star Trek 
Interactive Technical Manual from 
Simon and Schuster Interactive, but it’s 
a product worth talking about again. Let us make 
this perfectly clear: if you are a Trekker, you can- 
not afford to be without this product. If you are a 
Trekker and do not own a CD-ROM drive, this 
product is worth buying a CD-ROM drive for. Do 
not let this slip away from you, or you will be very, 
very sorry. Let's hope S&SI follows this up with 
more products like it. 

While we're on the topic of Star Trek, you might 
be interested to hear that Spectrum 
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HoloByte’s Star Trek: The Next 
Generation will be out for the PC in time for 
Christmas. While the show is no longer around 
(except for syndication), the game will conve- 
niently ship around the same time that the 
ST:TNG/ST original cast film Generations hits 
movie theaters. 

Strategic Simulations, recently pur- 
chased by Mindscape will be hitting store 
shelves hard in November. Among the releases 
planned for the holiday season is AD&D 
Menzoberranzan, one of the last, if not the 
last, AD&D product that will be produced by SSI. 
You can also plan to see the CD-ROM version of 
Jorune: Alien Logic, SSI’s Doom-killer 
CyClones and a new military simulation, 
Panzer General. 

What holiday would be complete without a 
package of Hell from Take 2 Interactive? 
Featuring the voice talents of some of 
Hollywood's finest, including Dennis Hopper, 
Hell looks like one of the more interesting titles for 
the year. As you might expect with a game laden 
with demons and evil, it all takes place in 
Washington D.C., and much of it centers around 
the Pentagon. Can't wait for this one! 

Time Warner Interactive will have a cou- 
ple of interesting titles out for Christmas including 
Flash Traffic and Rise of the Robots, 
both on CD-ROM. Rise of the Robots is some- 
thing different for the PC market: a fighting game. 
The plot is simple—you are a cyborg sent into an 
area where there are no humans, only robots. 
The ‘bots have gotten a little feisty, so it’s your job 
to knock some sense back into them. Don’t 
expect cute little Tom Servo-like ‘bots either, 
these guys are killers. 

Trimark has thrown their hat in the ring in a 
big way with some of their upcoming projects. 
Among the titles you can hope for from them in 
the near future are Air Havoc Controller 
and Blind Date, a game made in conjunction 
with National Lampoon. 

In addition to Dominus, you can plan to have 
World Cup Golf from U.S. Gold around. In 
computer golf, graphics are very important, and 


World Cup has some very pretty pictures. Game 
play, however, is equally important, and from 
what we've seen, you can expect that World Cup 
Golf will rank as one of the more playable golf 
simulations. 

Velocity has ridden the Spectre VR train 
for a very long time. Coming soon to stores every- 
where is Spectre VR CD-ROM for 
Windows, a game with a name longer than vir- 
tually any other on the market. For the unin- 
formed, Spectre VR is a heads-up action game 
played in tanks that zip across a cyber-backdrop. 
It's fun against the computer, but it kills when 
played against a live human opponent. 

Viacom New Media is tapping into the 
resources it has with its affiliated television net- 
works. Topping the list of their upcoming products 
is MTV’s Club Dead. You play a fix-it guy 
who needs to stop some VR pods from killing the 
people that use them, or wind up dead yourself, 
Oh, did we mention that you are a former VR 
addict and that you have some hallucinations, so 
you can never be really sure of what's going on? 
And did we mention that you just got out of 
prison? 

If you were impressed with Villa Crespo’s 
Metamorf, you can be prepared to be 
impressed again. The newest version of this mor- 
phing utility is on the way, and it features some 
very interesting new abilities. Metamorf 3D will 
allow you to create 3D images that. will work on 
the screen of your computer, with the appropriate 
3D glasses, of course. You can also print them 
out, and they look 3D. It’s simple to use and a lot 
of fun, too. 

Last but not least is Virgin Games, who plan to 
have a couple of products out for Christmas. One 
of them, unfortunately, is not the awaited sequel 
to The 7th Guest, since 11th Hour has 
been delayed until early next year. Board gamers 
will be pleased to note that a PC version of the 
gaming classic Trivial Pursuit will soon be 
out for the PC though. It’s just like the game 
you've come to know and love, except you no 
longer have to worry about those little pie wedges 
getting stuck in your game piece. 
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THE NEW STRATEGY GAME THAT 
DIFFERENT EVERY TIME YOU PLAY. 


ominus is a new genre of strategic war @ SS be ih ad ai isi 1 4 y 4 
game. A real time simulation that blends the PS a ek 
best elements of fantasy role playing and 
hand to hand combat, Dominus allows you to 
stand back and run the war from above, or grab 
a weapon and join the fray. So you can fight 
the way you want. And with 
7 difficulty levels, Dominus is 
fun for first-time players and 
war game veterans alike. Defend 
your domain from’ invading : B. i 
clans by deploying monsters, [aaaumessge ii a Sig) a ae as 
casting spells, setting traps, ake ; Ay TES % PRRs SN Rg fg BS 
Capturing your enemies and — = eee 3 ’ & 
interrogating them in the dungeon. Then 
combine your 
helpless prison- 
ers with your 
hideous monsters 
to create your 
own more “f° 
powerful 
hybrids 
Each of your decisions causes different 
Strategies and reactions in your enemies, 
so every game 
is unique. Grab 
your sword and 
leap into Dominus. 
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It's a cut above, a 
step beyond, and 
a world apart. 
Are you ready 
for Dominus? 


*True modem play with Chat Mode 
*Licensed by over 80 college universities, in their official jerseys 

“Create your own league or use preset leagues from all major conferences 
“Largest football fields ever created with university logos 
*Play by yourself or with friends 

*Season replays in less than one hour 

*League leaders maintained for each conference 

*Multiple formations with substitutions and injuries 
*Complete statistical printout capabilities 
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Visit your local software retailer or contact Micro Sports directly at 1- 800-937-7737 
Micro Sports, Incorporated 
One Northgate Park, Suite 103 
Chattanooga, TN 37415 
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Because our December issue goes to the print- 
ers at the end of October, | called around to get 
the latest scoop on items recently released and 
expected out by December 25th. Note, however, 
that production schedules have a tendency to fall 
behind, so everything you read about here may 
not quite be available. Also, the pricing on these 
products is manufacturer's suggested retail price 
(MSRP) unless otherwise noted. 


Advanced Gravis told me that they have 
nothing coming out for the next couple of months. 
However, if you check out our November issue, 
you'll find a review of their excellent Phoenix 
Flight and Weapons Control System 
($149.95). This is sure to be a big hit for anyone 
who wants a “do-it-all” controller for their flight 
and space sims. Look also for the PC 
GamePad ($24.95), a videogame-type con- 
troller; though this product has been out for two 
years, it’s still their biggest seller. 

Capping off their year, Aztech Labs 
announced the WaveRider 32+ ($199.00), a 
16-bit sound board with 32-voice wavetable syn- 
thesis. Also planned for this product will be a 3D 
Surround sound upgrade. They also have a new 
audio/telephony board that combines a sound 
card and 14.4 fax/modem. It will incorporate a 
DSP chip and be able to handle voice mail com- 
munications, as well (name and price TBA). Look 
for the review of their new multimedia upgrade kit, 
the Explorer ($499.00 deluxe / $399.00 basic), 
in our January or February issue. 

If you're bullish on CH Products, you'll prob- 
ably want to check out the new Pro Pedals 
($139.95). They're an interesting hybrid of rudder 
controls and driving pedals. I'll be reviewing them 
in the January issue. If you’re a Macintosh gamer, 
check out the review of the Flightstick Pro 
fro Macintosh ($129.95)in our November 
issue. 

Milpitas, California is home to the company that 
created the Sound Blaster sound standard, 
Creative Labs. The giants of the sound card 
industry have several new products announced or 
just out. First up is the Sound Blaster 
AWE32 Value Edition ($329.95), which fea- 
tures the same board as the AWE32 
($399.95)with less software bundled in. The 
Game Blaster CD16 ($549.00), reviewed in 
the June issue, continues to sell like hotcakes. By 
far the biggest announcement from Milpitas is the 
3DO Videocard ($399.00), which will allow 
you to play the very coolest 3D0 games through 
your PC. This is good news for 3DO gamers, 
since the resolution on a monitor is so much high- 
er than on a TV. Also check out their OmniCD 
($299.00) and OmniCD4x (price TBA), double- 
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speed and quad-speed CD drives, respectively. 
Look for at least one of them to be reviewed 
soon. 

Diamond Multimedia is starting to shake 
the industry, again. The SpeedStar Games 
Accelerator Kit ($199.00) is the SpeedStar 
Pro bundled with 15 CD titles. The Stealth 
Games Accelerator Kit ($249.00) comes 
with the Stealth 64 and 3 CD titles, one of which 
is Domark’s Flight Sim Toolkit specifically written 
to take advantage of the Stealth’s design. Look 
for a Stealth review soon. Both are available in 
PCI and VLB layouts; the SpeedStar also comes 
in ISA format. If you’re in the market for a multi- 
media upgrade kit, you might want to check out 
the three that Diamond has to offer: the 
Multimedia Kit 1000 ($399.00), 4000 
($499.00) and 5000 ($599.00). The 1000 fea- 
tures a double-spin CD-ROM drive and 16-bit 
sound card, while the 4000 and 5000 have quad- 
speed drives. Both the 1000 and 5000 come bun- 
dled with over thirty game and infotainment titles, 
while the 4000 comes with eleven. 

Although Forte Technologies could not be 
reached because they’re getting set for 
COMDEX, the VFX-1 Virtual Reality 
Headset is expected (hopefully) by Christmas. 
No word on what the final pricing will be. 

Jazz Speakers continues to impress me 
with their speaker designs and aggressive pricing. 
Since I’ve reviewed about one pair of their speak- 
ers per issue since July, and since the scores 
remain high, you can see that they're a company 
worth watching. Their latest foray into the speaker 
market is in the realm of subwoofer systems. The 
J-901 Mini-Subwoofer (price TBA) comes 
with two satellite speakers, and has a power out- 
put of 20 watts per channel RMS; the satellites 
have a power output of 5 watts per channel RMS. 
A review unit should be arriving any day now. 

MediaTrix is set to start rocking the boat. 
Following the release of their successful 
AudioTrix Pro ($295.00) sound card and its 
related interface boards, they are now about to 
produce an OPL4 wavetable daughterboard that 
will snap onto any 16-bit sound card with a Sound 
Blaster connector. The name of the product has 
not been finalized, but the price is expected to be 
in the mid-$100s. Look for a late December/early 
January release; I'll have a review unit soon. 

Multiwave Innovations has three new 
products, all intimately related, and they sound 
pretty nifty. The basic unit is the Command 
3D Sound Engine ($79.00), a device which 
connects between sound card and joystick; it 
reads electrical potential shifts from the joystick 
and translates them into shift in apparent sound 
direction. This sounds as though it would add to 
the realism of any flight sim, and I've already 
requested a review unit. The Command 3D 
Sound Booster ($89.00) and Sound 
Station ($149.00) are upgrades; the Booster 


adds a pair of speakers to the deal, while the 
Station throws in speakers, a joystick and 
Multiwave’s Audiowave Platinum 16 sound 
card. 

NuReality, the folks who introduced me to 
SRS sound from SRS Labs, have three prod- 
ucts slated for fall or early winter release. In addi- 
tion to their already successful Vivid 3D (whose 
price has been dropped to $79.95), NuReality is 
debuting the Vivid 3D Plus ($99.95), Vivid 
3D Pro ($149.95) and Vivid 3D Studio 
($149.95). The Plus utilizes the same design as 
the original but adds two new controls for space 
and centering. The Pro and Studio are twins 
except for coloring: the Pro is white, the Studio is 
black. They each have a built-in 6.5 watts per 
channel amplifier for driving unpowered speakers, 
an oversized volume knob, and slide controls 
instead of dials. 

Roland, makers of beautiful music and cre- 
ators of the General MIDI standard, have nothing 
scheduled for release prior to Christmas. 
However, you can see their SCD-10GM 
($229.00) and SCD-15GS ($299.00) Sound 
Blaster daughterboards disappearing from shelves 
at a store near you. 

Sigma Designs just announced the 
RealMagic Special Edition ($2499.00)(!!!), 
which they are billing as their ultimate multimedia 
upgrade kit. When | saw what came with it, the 
price seemed justified. You get not only the 
RealMagic TV-quality, 30 FPS video playback 
board, you'll also get a 16-bit sound card, 
Pioneer's new 6-disc quad-speed CD-ROM 
drive/changer, a pair of 35 watts per channel RMS 
Advent speakers and a library of MPEG interac- 
tive titles. Holy video playback, Batman! I'll have 
this review for you (hopefully) in the January 
issue. 

STD Entertainment is holding off on releasing 
new products until first quarter ‘95, with the excep- 
tion of the Aerospace ($49.95) speaker sys- 
tem. You can find the review in the pages you 
hold right now. 

| wish | could tell you about some hot new prod- 
ucts from Suncom, our neighbors just up the road. 
They've decided to withhold all new products until 
first quarter of ‘95, though, so you'll have to con- 
tent yourselves with the Axys ($29.99) joystick; it 
was reviewed in our June issue. 

Finally, from another neighbor of ours, 
VictorMaxx, comes the news that their virtual reali- 
ty goggles will be out in time for Christmas. 
Named CyberMaxx (at press time, the project- 
ed price was going to be around $700.00), you'll 
Start seeing it in stores around the time you lay 
your hands on this issue. The technical specs for 
the goggles promise stereo headphones, an over- 
all horizontal field of view of 62°, and they will 
weigh only 16 ounces. For you videogame 
crossover types, the CyberMaxx will also function 
with most videogame systems. 
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No, we're not talking about twisters that you ve ever seen. Plus an advanced smooth 
wipe out trailer parks in the Midwest. We're scrolling, head-on perspective. Incredible cine- 
referring to Cybernetic Clones, deadly creations matics. And state-of-the-art digitized voices, 
of an alien race bent on Earth’s conquest. sizzling sound effects and breath-taking music. 


To add insult to injury, these a. ee , 
CyClones are actually captured Sa ee 
humans transformed into flesh- Catapulting you into a total 
steel monstrosities! multimedia experience! 


As Earth's defender armed with TO ORDER: Visit your retailer or call 1-800- 
hi-tech weaponry, you're dying to | 245-4525 with Visa or MasterCard 
jump into action. Especially when this ye (U.S. & Canada only, please). 
futuristic adventure promises some of {i === > On CD-ROM and 


; ; . Windia. \ 3.5’ disks for IBM 
the most spectacular full-motion video eee (| C, & Compatibles 
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Mores From Querseas 


Guido (Gee-doe) Henkel is the brains behind 
Attic Entertainment Software who converted the 
popular German pen-and-paper game Das 
Schwarze Auge into the computer game Realms 
of Arkania: Blade of Destiny. Just now being 
released is the second in the series Star Trail. 
Guido talked with CGR via an international call 
from his home in Ogdensburg, Germany to Sir 
Tech headquarters in New York conferenced to us 
in Chicago. Isn't technology something? 


CGR: What is it like transferring a pen- 
and-paper game to the computer? Do 
you get to retain the richness ofa ; 
pen-and-paper game? 


Guido Henkel: “Well, not really. When we 


problem. On one hand we want a computer 
game that is really playable and on the other 


hand we want to stay as true to the originalas 


possible, which of course is sort of a contra- 
diction in of itself. But we try to keep as true 
to the original as we can by using all the 
details that were in the world and try to make 
it still playable and easy to get into. 
Unfortunately when we did Blade of Destiny, 
well, we had our problems with that because 
it was really hard to play for a lot of people 
because they were not in to that kind of world or 
that kind of game. With Star Trail now | think we’ve 
done a good job of cutting down some elements, 
making it a little more transparent for people and 
hopefully it works out. But yes, it is very difficult to 
convert a pen-and-paper to computer because it’s 
completely different.” 


CGR: Since it has been about a year or 
a little better since Blade of Destiny 
came out, do you think that people 
may be more receptive now to the 
Blade of Destiny game style? Has 
gaming changed a lot in that length of 
time? 


GH: “It has changed a lot, unfortunately in a com- 
pletely different direction, | feel, because people 
more and more. . .well let me put it this way. 
Computer games have become more and more 
[of a] mass product by appealing to a mass audi- 
ence, so with the kind of game we’re doing we’re 
‘not appealing to these kinds of people. The prob- 
lem is a fear that real hard core game players are 
becoming [fewer]. Yes, | think | would put it this 
way. So, probably we’re having that sort of a prob- 
lem this year. On the other hand, there still is the 
core of people who love to play really tough 
games, rich games instead of watching an interac- 
tive movie or whatever.” 
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Start doing that we face exactly that kind of : 


CGR: Your games are based upon a 
popular German pen-and-paper game. 
Are German gamers different than 
American gamers? Do you have to 
write two different games? 


GH: “Well, we had that problem with Blade of 
Destiny especially, but not so much Star Trail 
because right from the beginning | said ‘let's try to 
capture the best of both worlds.’ But with Blade, 
for example, we just figured that first of all the 
American audience was completely different in 


terms of. . .| really don’t have a word for that. . 


they have a different attitude. Things have to go 
fast. Things have to be easy. Things have to be as 
transparent as possible. Probably you get what | 
mean. That is very different in Europe and espe- 
Clally in Germany. They just tend to be more into 
the game and say ‘okay if this is a drawback | can 
live with it as long as the game is fun to play still 
which is a really different attitude as compared to 
the American ones. Then still there’s the UK mar- 
ket, the English market. And the English market is 
completely different. From the past we know that 
the UK market is a strong arcade game and action 
game market so they don’t have the much interest 
in hard core role playing games at all.” 


CGR: Overall, Blade of Destiny was 
well received in the United States, but 
do you believe as a German game 
maker that you are not accorded the 
Same respect as American gamer 
makers? Are you on an equal par with 
them? 


GH: “Maybe not that obvious, but to maybe some 
extent yes we face a problem. That everybody 
tends to say ‘okay they’re from Germany let’s don’t 
treat them too hard.’ But when we started doing 
Star Trail we looked at all the complaints people 
had, all the suggestions and so forth and so on, 
okay, let's prove them wrong. And that is basically 


in fact what we did, what we intended to do with 
Star Trail. | think it quite succeeded in that. To be 
quite frankly honest with you, personally, | think 
Star Trail can compete with any game done in the 
United States.” 


CGR: What differences will we be able 
to see in Star Trail as compared to 
Blade of Destiny? Is there going to be 
a lot we will recognize? 


GH: “I think so. First of all we have improved the 
novice and advance game levels so that the 
novice level doesn’t even give you all the access 
to all the details, even if all goes well. So, it’s a lot 
easier to get into the game for people who don’t 
know a lot about the background. 

“One of the most obvious things, well, is the 
graphics aspect. You know the graphics in 
Blade seemed to be a little outdated by the 
time the game made it to [the States]. So we 
worked hard with that to keep up with the 
graphics standards which are here now or 
_ held by American companies. The same goes 
_ for the sound track and sound effects, things 
like that.” 


CGR: Will Star Trail move a long at 
a faster pace? About how many 
hours will it take to complete the 
' game? 


GH: “That’s a good question, we never did 
(laughs). | really can’t tell you. | don’t think it will 
take as long as Blade did. Blade had one big prob- 
lem which was the sheer size of it. The area you 
can to explore. We had to cut down there and trav- 
elling is a lot easier now. We have a lot more fea- 
tures in there while travelling, but the whole area 
you have to travel is small. So there fore | think it’s 
faster to get through than Blade was.” 


CGR: Do you think that will still appeal 
to that, as you put, that growing 
minority of hard core gamers? 


GH: “Oh yes, | definitely do. While we still have the 
richness in there, we still have the skill. If you play 
in the novice mode you will not come across all 
those rich details. If you’re a hard core gamer and 
you want those details, to fiddle with that, no prob- 
lem.” 


CGR: Do you have any expectations 
now with Star Trail that you didn’t with 
Blade of Destiny? 


GH: “Hum. Tough question. Probably now | want 
to become rich (laughs). Not really, I’m just joking. 
The thing | would like to see the most out of it is to 
really satisfy the American customers.” 

-Steven Greenlee 
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no matter 
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Fighter Wing is a new breed of flight 
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simulation game, offering the ultimate 
arcade flight combat experience with the 
world’s top fighter aircraft, but without the 
steep learning curves. Armed with the high 
performance Gemsoft” 3-D engine with real time terrain generation 
using real maps, a wide variety of challenging combat missions, 
and actual combat video footage, Fighter Wing packs an awesome 


arsenal that can outgun any flight combat simulator. 


Fighter wing provides a “sit and shoot” experience 
in a matter of minutes 


Featuring actual video footage from the award 
winning TV series FirePower™ 


Choose from Training Missions; Multiple player 
Missions for up to 16 players playing over a Local 
Area Network; and Complex Missions for 1-3 
players competing against the computer 


Pilots can fly all of today’s state-of-the-art aircraft 
from the world’s most powerful nations, in the 
world’s most dangerous hot spots. 


[2 Merit Sofie a GEMSOFT CORP. 


Dallas, Texas 800-238-4277 


Mores From Querseas 


Peter Molyneux is the head of Bullfrog 
Productions, Ltd. based in England. He was the 
creative force behind best-selling games such as 
Populous, Syndicate and Theme Park. He recently 
popped over the pond to meet with his American 
distributors, Electronic Arts and show CGR his lat- 
est creation Magic Carpet. We also got him to talk 
about a few other things as well. 


CGR: Where did the idea of Magic 
Carpet originate from? 


Peter Molyneux: “It really originated back when | 
was kid. A lot of my ideas come from when | was a 
child. | remember really wanting to fly and | 
remember dreaming about flying. | even did 
Stupid things like trying to jump off my grand- 
mother's stairs. Actually broke my arm doing 
it—trying to fly—I was so convinced | could. 
And the feeling of flying in my dreams was so 
real | wanted to create a game that actually 
felt like you were flying over a landscape. But 
how could you do that? It occurred to me just 
suddenly of course, a magic carpet. That 
would give the feeling of flying over a land- 
scape rather than flying up in the clouds. That 
was the first thing. The second thing is, again 
as a kid | always wanted to be a master magi- 
cian, a master wizard. | read books like “Lord 
of the Rings” with Gandalf with all his powers—he 
should have used them more often—and those 
two ideas [were] put together: that one is flying 
freely around this natural landscape, this real 
world and the ability to grow yourself as magician. 
Start off really small firing a few fireballs out, it 
really wouldn't impress many people. Eventually, 
just creating volcanoes and earthquakes and 
meteor storms and craters and that’s the feeling of 
real power | wanted. That's where the idea origi- 
nally came from.” 


CGR: What is it that you most like 
about Magic Carpet? Is it the graph- 
ics? The storyline? 


PM: “I think it’s the game play. | think a lot of 
games now look good and don’t play well and 
that's very sad. | used to have a saying back in the 
days of the Commodore 64—remember that—that 
if a game looked good it wasn’t worth buying. | 
think that’s doubly true today. So, with Magic 
Carpet we spent three years on the game. Two of 
those years were creating the graphics engine and 
then the last year all we’ve done is play the game, 
play the game and play the game and get the 
game play right. There must of been thousands 
and thousands of hours of actually play testing the 
game. | think that’s the essential thing about get- 
ting games that are really good is just to keep 


playing it and playing it.” 


CGR: Here’s a loaded question. Do 
you believe that Magic Carpet is a 
good example of entertainment which 
is presented on a computer as com- 
pared with other mediums? 


PM: “I've got to say yes. If | didn’t say yes it would 
be pretty wrong. But if by entertainment you mean 
if you sit in it and get totally absorbed by it, | think 
Magic Carpet is definitely the sort of game—when 
you look up from the screen and you suddenly see 
the sun rising up and you realize that you've 


played the whole night through, then yeah, that’s 
the definition of entertainment. That's something 
only computer games can do.” 


CGR: There does seem to be a trend 
building with you. First with Populous 
and creating your own world, then 
with Syndicate championing your own 
cause and wiping out the other syndi- 
cates and now the powerful wizard— 
you like being powerful? 


PM: “The sad truth is I’m not! (laughs) But | wish | 
were. The games allow me to sort of take that illu- 
sion. | think all of us are a little megalomaniac 
inside.” 


CGR: In game making, you have been 
successful in bringing your dreams to 
the computer. Populous, the first God- 
builder game and then Theme Park 
which grew out of your love for... 


PM:" Theme Parks, exactly.” 


CGR: This is a very creative medium. 
Do you think you’re unique in the 
game maker’s world in creating these 
kinds of games rather than having 
designs that follow a formula? 


PM: “You ask me to say things that are so alien to 
English people. We never compliment ourselves. 
Never ever compliment ourselves, it’s the most 
alien thing to do. | think the only thing | do is 
remember what its like, what | want to do and what 
| want to play. When | create a game what I’m 
actually doing is thinking ‘I'd really like to play that 
game.’ I’m creating a game because there is no 
other game out there like that really. No other 
game like Magic Carpet and | really want to play a 
game like Magic Carpet. That’s why | do it. It’s not 
out of a great high ethos of game design. It’s just 
simply | want to play that game.” 


CGR: | would also like to know your 


feelings about American game 
players. There seems to be a 
prevalent feeling that people who 
play computer games in this coun- 
try are kids, but in reality most of 
the people who buy games are 
over the age of twenty. Does that 
seem to be a contradiction in 
American attitudes about gaming? 


PM: “I think that is true everywhere.” 


CGR: Including Europe? 


PM: “Including Europe, yeah. Everybody says 
the kids play games, but actually they play games. 
The reason is that when | go down to the computer 
shop | say I’m going to buy one of those PCs 
because | can work on it, | can do my word pro- 
cessing on it. You get it home, open the box and 
there is that free game and the home accounts 
Stay on the shelf, the spreadsheets stays in the 
box and you end up playing the games. But you're 
not going to admit the truth of that. You go out and 
Say ‘I’m organized now.’ | think everybody enjoys 
playing games. And it’s down to us designers to 
choose the right games to design. | hate, detest, 
dislike, and think [television is] utterly appalling. | 
think it's the worst medium and it’s affected society 
adversely more than anything. Because it’s such a 
selfish medium. You sit in front of it and it just 
throws stuff out at you. You don’t do anything, you 
just absorb like a sponge. It doesn't give anything 
back. What games do is let you actually do some- 
thing. In games like Magic Carpet you get to make 
a difference in your world.” 


CGR: What is your favorite game to 
play to date? 


PM: “I love a lot of games. | love Civilization, | 
think it's a brilliant game. Going back, things like 
Elite and Dungeonmaster. Those are the sort of 
games | love to play. I’m a games addict.” 

-Steven Greenlee 
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Step back ithistoryto the time ‘of the” ae 
War of the Rosésin England,"acked- by 
civil war, the crewn hangs by a thread: “"~ 
and the throne is.theré,for the taking. 

Take command of your own faction aide 
begin the quest for the crown. Will-you fall 
to face the executioners blade? Or can you 
outwit your opponents and win, for your 
Royal Heir, the throne of all England? 
Based on the best selling strategy board 
game, Kingmaker brings the intrigue and 
anarchy of the 15th Century warring England =| /' 
to life. No matter how many times you play, i 
highly-sophisticated artificial intelligence 
guarantees a challenge for novice and master 
strategist alike. 


‘The Opposition finds voice 
through Richard of York, both 


Rival Claimant finds voice 


Shakespeare’s great drama 
Henry VI recounts the War of 
the Roses throughout Kingmaker. 
“Come, let us four to dinner. 

I dare say this quarrel will drink 
blood another day.”’. 


Can you place your candidate 


KINGMAKER—IBM...#4081854...$59.95 : : upon the throne? Or will you end, 


as so many did, bent beneath the 
headman’s axe... 


The Atalon Hill Game Company See 
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z : } Hard Drive. VGA graphic support 
4517 Harford Road, Baltimore, MD 21214 adi Sb, Rela, Sue 
If Kingmaker cannot be found locally, please call Sound support for digitized speech. 


Also available: Commodore Amiga. 


TOLL FREE 1-800-999-3222 1 MB reqd. HD recommended. 


While the makers of Castle Wolfenstein 3D and 
Doom are 


while failing to capture the essence of Doom in 
others. These next several pages will compare the 
facts and features of two of these games that are 
among the most interesting and innovative, Dark 
Forces from LucasArts and Rise of the Triad from 
Apogee, and compare them with the new grandad- 
dy of action games, Doom II. 


THE CHAMPION 
Several years ago, id Software decided it wanted 
to revive the classic game Castle Wolfenstein. 
They brought it into the modern era by using the 
first-person perspective and by giv- 


°Y 9° 1D SorTware, LucasArts AND Apocee ing the player a wider array of 


means 
innocent, they could not have realized that when 
they started to make the kind of 
game they always wanted to play 
that they would be revolutionizing 
a great part of the software indus- 
try. One need look no further than 
the “coming soon” list of every 
other entertainment software pro- 
ducer to see the kind of influence 
these games have had on an 
industry that often revels in its 
diversity. Companies that normally 
do not develop games of this sort 
are now producing games designed to go head to 
head with Doom and Doom Il. 

New World Computing, known for military games 
like Empire and the role-playing series of Might 
and Magic games now has Zephyr, a first-person 
perspective action game that, while it takes place 
in vehicles, is surprisingly like Doom. Another vehi- 
cle game, Gametek’s Quarantine, offers a similar 
vision, albeit from the interior of a futuristic cab. 
Origin, known for the Wing Commander series and 
the Ultima series has released System Shock, 
which includes some new features, but is essen- 
tially another Doom. Long time military sim and 
FRPG maker SSI has landed on the Doom band- 
wagon with CyClones, a first-person action game. 
Merit Software has two—lsle of the Dead and the 
soon-to-be-released Fortress of Dr. Radiacki. 
Interplay has added the idea of making that third 
dimension that’s a part of the Wolf 3D title in a 
more literal sense in Descent, which allows the 
player to traverse the x, y and z axis through mine 
shafts. Interplay also joins Apogee in releasing a 
shareware version of the title. Capstone has gone 
as far as licensing the original Castle Wolfenstein 
engine for Corridor 7 and the upcoming (and well- 
named) Body Count. The list continues to expand 
almost daily, and it is a constant surprise to see 
which company will be next to jump onto the Doom 
ll bandwagon. 

Each game has its own take on the Doom mys- 
tique, and each game has approached it from a 
different angle. Many of these games are superior, 
or at least the equal to Doom II in some respects, 


weapons. No more grenades, no 
more bullet-proof vests. Players could now take 
damage and 
heal  them- 
selves. Guards 
didn’t surren- 
der. And, you 
could = carry 
more than ten 
bullets. The 
game was an 
instant sensa- 
tion. 
Following up 
Wolfenstein 3D was Spear of Destiny, which used 


ALL TRY TO CASH IN ON THE SUDDEN 


the same engine and offered some enhance- 
ments. The 


team immedi- 
ately began 
working on their 
next game, 


using the same 
basic idea of 
first-person per- 
spective and a 
lot of action. 
That game 
became __ the 
shareware success story for the ages: Doom. 
In creating the game they wanted to 
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Doom Il (top) Dark Forces (middle) and Rise of the Triad 
all vie to become the premiere action title. 


began working on the sequel, Doom II. 

When Doom II went into produc- 
tion, eyebrows started raising. No 
shareware version of the game 
was planned, which surprised 
many. It shouldn’t have, consider- 
ing id’s past modus operandi. In 
two previous occasions, with 
Commander Keen and 
Wolfenstein, id released a share- 
ware game followed by a retail- 
only product. There were other 
rumors as well. Stories circulated 
about new id distributor GT Interactive Software 

having 


play, id Software tapped into what @ BOOM IN FIRST-PERSON ACTION GAMES. 2 n 


great number of people wanted to 

play. Computer games have a reputation for being 
cerebral, difficult, hard to understand without a lot 
of background or time with the manual. Doom was 
in-your-face. It took only a couple of minutes to 
learn how to play, and on the easier levels of diffi- 
culty, was not too tough for the game novice. It 
was accessible to almost everyone, since with 
those same difficulty levels, an experienced gamer 
could be challenged just like the novice. Doom 
tapped into something very basic. Because of its 
popularity, and because of id’s marketing strategy, 
the software team that created Doom immediately 


adver- 
tising budget for the game that, according to the 
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Ais th PAA \ é You lower yourself into your cockpit knowing that the annihilation 
a of Krellan life is little reward for the millions of your race who 
have been “harvested”. You have hatred in your heart and become 
driven by one compulsion .... 


retribution /,retri’ bju:f(6)n/ n. requital usu. 
for evil done; vengeance. 


© Over 100 MB of animation and digitised speech. 

© Logi-scape real time landscape generating technology 

incorporating new “Deep horizon” format. 
© 11 major campaigns each with 4 highly strategic missions. 

© 6 training missions to enhance performance. 

© Superior artificial intelligence of the Krellan enemy. 

© Exclusively commissioned musical score. 
® Stunning range of in game SFX. 
@ Box artwork by Kevin Walker 2000 AD/JUDGE ae. 
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source, was anywhere from $1 million to $10 mil- 
lion. Projected sales were as high as 2 million 
units on the sequel of a game that had consider- 
ably fewer registered copies than that. 

There were also worries that Doom || would be a 
Straight knock-off of the original game. Rather than 
try to do anything new, people thought, id might try 
to simply rehash what they had done, throwing 
gamers a bone here and there, but ultimately pro- 
viding little or no new substance. 

In addition to being the natural child of Doom, 
Doom II is much more. It is an obvious sequel, the 
most apparent clone of the game that started the 
revolution of first-person perspective action titles. It 
is also, naturally, the one closest in form and func- 
tion to Doom. It has the same look and feel as well 
as the same overall sensibilities to it. Doom play- 
ers feel right at home in Doom ll, or at least as 
close to home as you can be in hell. 


Wuar Ir’s Gor 

Doom II is the player in this race of games. It is 
the yardstick by which all other games in the genre 
are measured and ultimately, the comparison of 
any first-person game will be made to Doom or 
Doom Il. The two overriding things Doom II has 
going for it is name recognition and reputation. 

Few game series (Ultima, Wizardry, Might and 
Magic, Wing Commander) can bank on virtually 
every gamer having some knowledge of them. 
Even rarer are those games like Doom Il, that can 
command this level of respect in the gaming com- 
munity after only one incarnation. The power of the 
original Doom is such that for many months, there 
was talk of little else on computer bulletin boards 
in the way of new software. People, having fin- 
ished the original game, were champing at the bit 
to get their hands on the sequel in spite of their 
worries. 

Another feature of Doom II, and one that is easy 
to overlook, is the game’s balance. Playing on the 
“Ultraviolence” level, the amount of health and 
ammunition found in the various locations of the 
game are nearly perfect. Often times, you locate 
health when almost dead and ammunition when 
virtually out. Also, you often find yourself going 
through particular areas, picking up health and 


way to mow down the S$ guards! 


Something you'd never see in Doom-this room is filled with about a dozen Barons of Hell and the ultimate enemy, 
the Cyberdemon. This is not something you'll be happy about seeing. 


ammunition of various sorts and, when all is said 
and done, emerging at around the same level of 
both health and armament. The levels have been 
meticulously created to provide this balance. 
Rarely are there bullets or shells in excess of what 
you can use on the level, and you will very often 
use all of the medikits and stimpacks that the level 
provides you with. 

Along with this balance comes another easy-to- 
overlook feature of Doom Il. While it does provide 
gamers with mind-numbing fast action, for the 
gamer who wishes it, it can provide contemplative, 
careful play. Running through a level at high speed 
is certainly a viable tactic, but it is just as viable to 
work through a level carefully and slowly, picking 
your fights rather than having your fights pick you. 


Wruart It’s Missinc 

It is nearly impossible to judge what Doom II is 
missing, since it is the standard by which all others 
are ultimately judged. While it does not have all of 
the features of the games that have followed in its 
footsteps, these features are not necessarily 
“missed” per se. The one item it is missing is a 
random factor. Once you are through the game, 


Tough enemies and lots of dangerous barrels make for 
a touchy situation. 


you know what each area holds and where all of 
the ambushes lie. The game still has tremendous 
replay value, but this lack of randomization does 
seem to be a bit of an oversight. 


DarRK Force Masure 

LucasArts has made its name in two basic areas 
of gaming: flight (and space) simulation and 
adventure titles. Secret Weapons of the Luftwaffe 
touched off a new era of flight sim greatness for 
LucasArts, and both X-Wing and TIE Fighter were 
received as instant classics. The SCUMM system 
for adventure games has also proven successful 
for LucasArts, providing gamers with the Indiana 
Jones series, Sam & Max Hit the Road, the 
Monkey Island games and the two Maniac 
Mansion titles. Dark Forces is something of an 
aberration for the company. However poorly Dark 
Forces might fit in with the other genres in 
LucasArts’ traditional domain, it does fit in perfectly 
with one area of the company’s line: Star Wars. 

Dark Forces is a series of twelve missions, start- 
ing with the player's attempt to steal the plans for 
the Death Star. Not all of the missions tie in with 
the Star Wars movies as conveniently: other mis- 


The Spider Mastermind was the ultimate boss in Doom. 
In Doom Il, he appears on level 6. 
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sions have the player freeing Rebel prisoners on 
Imperial planets and fighting Dark Troopers, a 
more powerful version of the standard 
Stormtrooper. The creation of the Dark Troopers in 
Dark Forces follows both X-Wing and TIE Fighter 
in that all three games are based in the Star Wars 
universe and all three include something new 
(Dark Troopers, Gunboats and TIE Defenders 
respectively). 

Like previous LucasArts Star Wars games, Dark 
Forces remains true to the universe that millions of 
fans have come to love through the movies and 
books. The breaks with the original story are very 
small, and only a true dedicated Star Wars fan 
would be able to pick them out. For instance, 
according to Star Wars, the Death Star plans were 
stolen by a Bothan spy who was presumably killed 
after he sent the data tapes along. 

In addition to tapping into the Doom |I market, 
Dark Forces taps into something just as basic and 
primal. Millions of people, this writer included, 
grew up watching the exploits of Luke and Leia, 
Han and Chewy on the big screen. Millions of us 
not only wanted to fly the X-wing craft in the 
assault on the Death Star, we wanted to run 
through the decks of an Imperial ship with a 
blaster in our hands, dusting the Stormtroopers 
foolish enough to try and stop us. For the first time, 
Dark Forces offers game players a chance to do 
just that, and do so in a very visceral and real 
sense. 


Wuart It’s Gor 

Unlike the majority of the games in this genre, 
Dark Forces is long on plot. While it doesn’t have 
the story line of a good adventure game or role- 
playing game, for an action game, the story is 
involved, and when compared to Doom Il, fairly 
epic. Dark Forces enters a genre of bloody chop- 
socky violence where the tale can be told in a cou- 
ple of sentences (Demons invade. Shoot the 
demons) and fleshes things out a bit. We’re given 
a little more purpose behind the slaughter and a 
reason for the various missions. 

On the violence front, while there is still plenty of 
killing, the actual level of violence is fairly toned 
down. Unlike some games in the genre where it 


In this area, you'll need to kill the guards to gain 
access to the Death Star plans. 


It's every Star Wars lover's fantasy: a Stormtrooper in your sights and a trusty blaster at your side. Just be 


warned-this guy will have a quick finger on the trigger. 


seems much of the purpose of playing is to see 
the incredible gore effects, death in Dark Forces, 
much like Star Wars et al. is fairly sanitary. Killing 
a Stormtrooper leaves his body with a neatly 
drilled hole through it—no blood, no innards. 

Graphically, Dark Forces stands superior to vir- 
tually everything else in the genre and certainly 
above anything currently released. The interiors of 
the ships and corridors look realistic and provide 
an excellent backdrop for an already believable 
Story. Enemies move smoothly and when firing, 
actually look as if they could be firing a weapon— 
they crouch and duck rather than simply pointing 
and shooting. All of this serves to make the game 
more alive for the player and draw him or her 
deeper into the world of the game. 

It is also fairly realistic in execution. The player is 
not nearly as resilient as his or her counterpart in 
Doom II. Shots do more damage to the player and 
the majority of enemies go down in three to five 
shots. 

LucasArts has created some unique weapons for 
the game as well. Unlike most games of this type, 
not all of the player’s weapons are firearms. 
Among the more interesting ways to attack is with 


Gorgeous animation and graphics highlight the smooth 
game play. 


mines that can be tossed under an enemies feet. 

This realistic look, along with LucasArts’ atten- 
tion to even the most minor of details provides the 
gamer with an experience that, while hardly real, is 
more effective than most games at pulling the 
player into the reality of the game. Part of this, no 
doubt, is due to the fact that Dark Forces is a Star 
Wars game. Indeed, much of the interest sur- 
rounding the game is due to this fact. However, 
the game itself manages to live up to its inclusion 
in the Star Wars mythos, and it does this on quality 
of story, attention to the smallest of details, and 
above all, solid action. 


Whuatrt It’s Missinc 

The major omission of Dark Forces is something 
that, without the presence of Doom, would not be 
as sorely missed. Dark Forces offers, at this time, 
no modem play. Conceivably, modem or network 
play could be added to the title, but LucasArts has 
shown no interest up to this point. Had many 
gamers not become accustomed to playing the 
Death Match in Doom, the absence of 
network/modem play in Dark Forces would be less 
apparent. 


Intricate, detailed maps may look confusing, but you'll 
be glad you've got them. 
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The reason that the game does not include a 
Death Match is simple: head-to-head play does 
not fit in with the story or the universe of Star 
Wars. LucasArts tends to be more attuned to that 
than most companies, and gaffes generally do not 
appear in making a game compatible with the 
already established universe. There would be no 
reason two Rebel spies would duke it out on the 
decks of an Imperial Star Destroyer, so the option 
was not included in the game. This dedication to 
the reality of the Star Wars universe does not 
make the omission any less glaring, however. 
Reason for the Death Match could be found (train- 
ing, for instance) for the sake of game play. 

Dark Forces also contains only 12 levels, or mis- 
sions. While each one takes the player to multiple 
levels of the area, essentially, each mission is the 
equivalent of one level of a comparable game. 
While the game’s difficulty will provide players with 
many hours of play, some may feel slighted by the 
relatively few number of missions. 

Aside from this, the only real difficulty with Dark 
Forces is the weaponry itself. The player's aim is 
canted at an unusual angle, and aiming can be 
something of a trial at first. 


RISE OF THE 
SHAREWARE 

In the tradition of Doom, Apogee’s Rise of the 
Triad will have a shareware launch. Three basic 
levels that will not appear in the actual game will 
be available to gamers on bulletin boards. To get 
the actual game, players will need to send away to 
Apogee’s distributor FormGen. 

In addition to ROTT, Apogee has also created 
the Blake Stone series of games. Blake Stone 
uses the Wolfenstein engine essentially, and 
includes only minor upgrades. ROTT falls some- 
where in between Blake Stone and Doom II as far 
as the engine is concerned. It is a quantum 
upgrade from Blake Stone: movement is more 
fluid, graphics are considerably improved. 
However, it is more limited than Doom or Doom Il, 
as the engine is unable to create curved walls. All 
of the walls on all of the levels are flat surfaces 
and all of them connect at 90-degree angles. 

What Rise of the Triad injects into the genre is 


POOCOOT TOD | 
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This is an example of one of the more destructive 


weapons in Rise of the Triad. 


God-mode in Rise of the Triad is more than simply invulnerability. The character grows to ten feet in height and is 


able to cast disintegrating balls of energy at the bad guys. 


some much needed humor. There’s still plenty of 
violence, no need to worry about that. In fact, on 
the highest violence level (which can be password 
protected), the violence is so extreme that it 
becomes a parody of actual violence. Limbs fly off, 
charred skeletons crumple to the ground, and 
even a simple pistol causes founts of blood to 
shoot from the victim. 

Beyond the over-the-top violence, the humor is 
evident in a number of other areas. When starting 
a new game, the difficulty levels change. Level dif- 
ficulties include “Which part is the trigger?” “I am a 
chew-toy,” “I have pet names for my hand- 
grenades” and “I am a freight train o’ death.” Once 
the level starts, random comments pop up to get 
the player ready to go, so the player is likely to 
Start a level with a saying like “Blood, bullets, nice- 
ly decorated hallways” to guide him or her. 

Witness humor in the weapons like the sacred 
Excalibat, a Louisville Slugger of mystical proper- 
ties. While Doom and Doom II have the vaunted 
God-mode, Rise of the Triad has Dog-mode in 
which the player becomes, for a few moments, an 
invincible dog. In Doom II's God-mode, the screen 
turns white and the player's eyes glow. In ROTT’s 


As you can see, at the higher levels of violence, “grue- 


some” doesn’t quite cover it. 


the player grows to ten feet tall and floats along, 
groaning with holy power and throwing balls of 
energy that cause their victims to evaporate. 

lf Dark Forces is Star Wars, Doom II is more 
along the lines of Lethal Weapon—lots of violence, 
some humor, mostly action. Rise of the Triad, 
then, is Evil Dead 2: both an excellent example of 
the genre and an effective parody of those who 
take the genre too seriously. 


Wruart It’s Gor 

The lack of curved surfaces and angles other 
than 90-degrees caused the creators of Rise of the 
Triad to go on something of a binge in creativity. 
Not wanting this missing element to take over 
opinion on the game, the developers have tacked 
in every sort of advancement and feature they 
could think of. ROTT is rife with innovation and 
interesting ideas. 

For instance, the player is given a choice of five 
different characters at the start of the game. Each 
one has different abilities, takes different amounts 
of damage and uses weapons more or less effec- 
tively. Apogee even remembered to make their 
heights different—on some characters, gun level is 
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Getting caught in a crossfire is not one of the more 
pleasant occurrences. 


just above the middle of the average door while on 
others, the middle of the average door is around 
the top of the character's head. While the levels 
remain the same, the inclusion of different charac- 
ters offers an additional amount of replayability. 

Another innovation is the inclusion of random 
levels. Should the player complete the game and 
not want to go back through, play does not have to 
stop. A random level creator will be sent with every 
registered copy of the game, allowing the player to 
continue the game experience without ever repeat- 
ing a level. For those who might want to repeat a 
level, the random maps can be saved. 

Unlike Doom II, the Death Match portion of 
ROTT has 50 levels specifically for it, and random 
levels can be used as well. Additionally, in the 
Death Match, up to 16 players can play at the 
same time! Apogee is also considering the possi- 
bility that they will include their level creator with a 
registered version of the game, further allowing the 
user to have control over the game environment. 

Unlike most games of this sort, ROTT has 
power-downs as well as power-ups. There are cer- 
tain items that should not be picked up, like Elasto, 
which cause the player to act like an uncontrol- 
lable Superball for several minutes. 

Apogee has not forgotten about the gamer in 
making Rise of the Triad. In an industry where 
consumers are beginning to be much more vocal 
about quality of game play, Apogee has listened. 
The graphics are decent and the scrolling and ani- 
mation good, but this is not the reason gamers will 
want to play ROTT. They will be drawn into the 
title because Apogee has given gamers the ability 
to configure the game exactly the way they want it 
configured. As the player, you have a lot of say as 
to how you play your game, from the way you con- 
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trol it, the style you go through it, all they way to 
the level of violence and bloodshed. They’ve 
allowed the users to dictate rather than dictating to 
the users, a refreshing and unfortunately rare 
occurrence in today’s gaming community. 

Parents worried about the violence inherent in 
the game can password protect the higher vio- 
lence levels in ROTT, presenting a more sanitary 
version of the game for younger players. 


Whruart It’s Missinc 

The most glaring omission is the previously men- 
tioned lack of curved walls and walls that connect 
at something other than a 90-degree angle. This 
does give the game a somewhat stilted look that is 
only heightened by the odd animations of the ene- 
mies. The enemies are digitized and do not have 
that many frames of animation. The result of this is 
that the look rather artificial. 

The other “omissions” from Rise of the Triad will, 
to some players, be actual features. Weapons that 
use bullets, specifically pistols and the machine 
gun, do not require ammunition. Rather than make 
the player search for ammo throughout a level, 
Apogee has simply given the player unlimited 
ammo for these weapons. Other weapons have a 
specific lifespan and then must be replaced. Some 
may object to that, but it does make the game con- 
siderably easier to play. 

The game is made somewhat harder by the fact 
that only two weapons can be carried at a given 
time. If a third weapon is found, one of the other 
two is dropped to replace it. Those who have 
become addicted to carrying around the full arse- 
nal in Doom II will find this a limitation. It does add 
to the challenge of the game, since now real deci- 
sions about ordnance need to be made. 
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THE Finat ANALYSIS 

Each of these three games has added to the 
Doom genre in its own way. Doom II has taken the 
first-person action game to a new level. 
Comparisons between this game or its predeces- 
sor and dozens of other games will abound for a 
very long time in this industry. Doom and Doom || 
have become the new Tetris—games that virtually 
everyone has played and that anyone can play. 

Dark Forces has added some validity to the 
genre by providing gamers with a recognizable 
universe and a highly respected line of stories in 
which to play. Dark Forces has taken the genre 
beyond just a fun style of game and made it a 
legitimate style of game. For all of its power and 
excitement, Doom Il, as far as where it came from, 
is an unknown. Dark Forces is grounded firmly in 
fifteen years of film, book and game history and it 
meshes well with its parents Doom and Star Wars. 

For all of its humorous additions, Rise of the 
Triad’s major accomplishment is the incredible 
number of innovations that have been made for 
the game. This is about the limit of what this 
engine can do, and Apogee has done the most 
they possibly could with it. ROTT is an obvious 
parody of Doom and Doom I|I—but in creating this 
parody of Doom Il, Apogee has also succeeded in 
developing a game that makes the most of its 
potential and provides the player with a serious 
challenge in addition to a couple of good laughs. 

Nothing, as of yet, has out-Doomed Doom lI. It 
remains the game to beat in this genre. However, 
both Dark Forces and Rise of the Triad have man- 
aged to up the stakes for other first-person action 
games. While comparisons will always exist 
between Doom II and wannabees, ROTT and DF 
make a strong case for themselves. 
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From top to bottom, left to right: Capstone’s Body Count; Origin's System Shock; Gametek's Quarantine; Apogee’s Blake Stone: Planet Strike; SSI's CyClones and Raven Software's 
Heretic are among the many games looking to jump on the Doom II bandwagon. 
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He Who Laughs, 
Lasts. 


IN BOOK THREE OF the Legend of Kyrandia, you become Malcolm—the infamous Court 


Jester of Kyrandia. And you have one last chance to save your rude, misunderstood hide. 


GO TO THE ENDS of the Earth armed with swimfins and an inflatable pool toy as you 
attempt to solve the murders behind the mad monarchy. But be careful, because your country 
despises you. The Underworld entices you. And pirates double-cross you. It’s a fantasy 


world filled with magic—and the trick is to stay alive. 


FEATURES 


34 CONTROL MALCOLM’S MISCHIEVOUS PERSONALITY 
and hilarious mouth with Westwood Studios’ new inter- 
active Moodometer. When conversing with Kyrandians, 
does it pay to be nice, normal or lie like crazy? 


ENTER OVER 80 WILD SCENES rendered in deliriously 
advanced 3-D graphics! Discover harder puzzles, more 
absurd magic and good and bad consciences that offer 


dubious advice. 


WITH OUR “NO-CLICK” INTERFACING, assess Options 
by simply moving your mouse to the lower screen. 
The action’s faster and the graphics are bigger. 


ALTHOUGH MALCOLM’S WARPED, our new Supersound 
is exceptionally clear. Along with lively music, you'll 


hear real Kyrandian sound effects. 
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THE KYRANDIA TRILOGY 
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@ Book Three: Malcolm’s Revenge 


‘ pee AVAILABLE: AVAILABLE ON PC CD-ROM 

he The Legend of Kyrandia: Book One 

f The Legend of Kyrandia, Distributed Yo 3 
Book Two: The Hand of Fate exclusively by ye 


Fables and Fiends, The Legend of Kyrandia and Malcolm's Revenge are trademarks of Westwood Studios, Inc. ©1994 Westwood Studios, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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TECH SPECS. 


| Requirements: 
386, 640K RAM, VGA, 
® DOS 3.3 


fa Sound Support: 
™ Sound Blaster, Ad Lib, 
= Roland, Aria 


| Controller: 


Mouse, keyboard 


Available for: 
PCs and compatibles 


Designed by: 


© Impressions 


Distributed by: 


=) \mpressions 


GAME SUMMARY 


The king of England 

| has died without naming 
| an heir. You must vie for°| 
the throne with five other jf 


nobles through a combi- 
nation of brute force and 


§ diplomacy. The suc- 
= cessful noble will be the 


one who knows not only 
how to raise an army, 
but also how to handle 


| his people and resources 
| most efficiently. The 
| Black Death, vermin, 


wolves and bad weather 
are constant headaches, 
but your biggest concern 
will be labor manage- 


ment. 


Cry “Gob FOR 
HaARRY! ENGLAND AND 
SAINT Georce!” 


BE THE MASTER OF YOUR DESTINY AS ALL 
ENGLAND ROCKS UNDER THE BLOWS YOU 


DELIVER IN LORDS OF THE REALM. 


Ah, for the carefree days of jolly old 
England! Rats everywhere, wolves roam- 
ing the countryside, peasants revolting; 
those were the days. Cats were shunned 
in those days; the peasants thought they 


were the familiars of witches, and often 


went out of their way to kill them. All | can 
Say is that it serves them right to have 
the Black Death stalking the landscape at 
will: But | digress. 

As squire to you, m'lord, | will endeavor 
to teach you what it takes to be a good 
noble. There’are many facets to this ae 


wit 


and all of them are of utmost importance 
toward formulating a winning strategy. 
Because England is probably not as’ you 
remember it from your last visit, | wont 
be able to tell you who to take up arms 
against first; instead, I'll try to. detail each 
of the nobles .personalities to the best of 
my abilities. In addition, because you 
have not had much call to oversee han- 
dling the.reins of your lands recently, 1'll 
attempt to advise you on the proper eti- 
quette of keeping the peasantry happy. 


And don’t listen to the Steward! 


toe cua is alts a at running tile but he can sometimes be dead wrong in his judgment. 


Check all of your holdings individually each turn. 
COMPUTER GAME REVIEW 


Of all the nobles, the Earl is the most 
honorable..Given a choice, he will aid 


you in your causes in hopes of gaining 
“your aid in his times of need. Mind you, 
_ this doesn’t meansthat he won't attack 


you outright; he would simply rather-not.. 
until it becomes necessary. You will often: 
find him giving you fatherly advice, 
cheering at your victories and hissing at 
your setbacks. 

The Earl is wise in the ways. of money. 
Ofttimes you will find that, at the year- 
end tallies, his coffers hold the. most 
crowns, His*farmhands are almost 
always busy with shepherding, and it is - 
rare that you find cows anvhis lands: He 
is not foolish in plotting military. strategy, 
however: most, if not all, of his lands will 
have at leasi some grain growing on it. 

With the wisdom of deep pockets, how- 
ever, Comes an appalling lack of concern 
for the’ populace. In defending his lands 
or expanding into unheld territories, he 
will not hesitate to conscript large per- 
centages of his serfs. This generally 
doesn't sit well with them, and you will 
find that the peasants under his com- 
mand are ill-fed and somewhat unhappy 
whenever he has an army on the land. 
His almost steadfast reluctance to spend 
coin on ‘ili mercenaries is neatly 


Sct eth aly hn fenrge yar haceretgar wipe piste Cees ad 


Taking a county can be a risky thing, but run 
it up the flagpole and see how it flies. 


Shakespeare lovers unite to overthrow the 
Thane of Cawdor! 

“always his undoing; 4t seems-as though 
he would rather part with his soulthan 
with his treasury:.Beware of his favorite 
cutthroat-attack> he will march an army 
onto your territory and just let them sit 
there. Although this seems innocuous, 
that army is soaking up resources from 
your county, aS Well aS scaring your 
peasants. 


Of all the nobles, the Knight is the most 
Satisiying to unseat. He is brash with the 
invulnerability of youth, and is head- 
strong and foolish in his dealings with the 
other nobles. His is.a strength of one; the 
Knight will make no alliances.with you or 
anyone eise, no matter how helpless his 
condition. Instead, he makes breathy 
threats and relies on his unwavering cer- 
titude that he must always be in the right. 

Do not let his boastings sway you into 
a false sense of security, m’lord. Even for 
his youth, he is-still a-knight.of the realm, 
and, as such, the :skill:with which he han- 
dies his military is keen. He knows that, 
first and foremost, an army travels on its 
stomach. Wherever in England the 
Knight alights, his devotion to growing 
thexgrains which support his“armies is 
without compare. Rare is the.county 
under the Knight that does nof'include 
peasants mining iron and. smithing 
weapons. Although his peasants would 
rather he leave them in peace, he rules 
his lands with an iron fist tempered by 
the knowledge that he sits atop a kég of 
black powder. His peasants are never 
truly unhappy until he begins conscripting 
them ingrowing numbers. 

* As ultimate downfall, however, will 
come about because of his. training. 
Knights-are made to believe that a suc- 
cessiul army is a mobile army. The 
Knight will often. have some fairly sizable 
armiesin the field, and he is not at all shy 
about hiring mercenaries to perform the 
type of slaughter that his peasants simply 
cannot. Due to this mindset, his favorite 
castle design isa small one; and starving 
the occupants out is dismayingly easy. 


Bear in mind, though, that defending 
such a castle is no easier than attacking 
it, Its small size can often lead to its 
changing hands many times during: the 
course Of a Campaign. 


The Baron is a dim cousin of the Earl. 
He makes so many mistakes that his 
efforts would be laughable if they weren't 
so embarrassing to watch. His attempts 
to keep the peace amongst himself, the 


“other nobles,.and.the peasantry i$ an 


exercise in the art of absurdity and con- 
tradiction. His ability to manage his hold- 
ings 1s almost frightening in its ineptitude. 
Heis, by far, the easiest noble’to defeat. 
In fact, the chances.are good that his 
own peasants will run him off.his lands as 
they revolt. 7 

The Baron has a way with people, and 
it is the wrong way. lf an enemy army 
appears anywhere even close to his bor- 
ders, he will immediately conscript a 
major percentage of his peasants in the 
county where he perceives his borders to 
be threatened. It can be fun to simply 
park an army near him and watch the 
ensuing action. 

His peasants quickly.come to hate him: 
it is almost-a certainty that there will be 
outlaws running around the Baron’s lands 
at any given time. He lacks the basic 
sense to allot his peasants to tasks wise- 
ly, and his fields go barren with alarming 
regularity. Though he will try to curry 
favor with-any noble who will listen to 
him, his dealings sour with the swift pas- 
sage of time. Add to all of this his inability 
to garner the resources to build.even a 
Single castle within any five year period, 
and you have’all the makings for disaster: 
his. 


At the harder difficulty settings, problems often come in pairs. Unfortunate setbacks can hap- 
pen with startling regularity. 


The Countess is a charming and ruth- 
less woman. Though she is careful in her 
expansions, she is not much of a military 
strategist. Her frontier castles tend to be 
small and unassuming, though not as 
weak as the Knight's. They favor a high 


tower for their central defensive point and 
ate easily overrun by a force of 200 
trained mercenaries and some siege tow- 


ers and ladders. — 


To her detriment, she believes that 


money can get her anything, and so she 
has a tendency to neglect her armies’ 
well-being. It is a rare thing to find grain 
growing on any of her lands; instead, she 
buys the stuff in bulk. If the price of grain 
is rising, it's almost a sure bet that the 
Countess is preparing for battle. 

Despite her deep and abiding interest in 
money, she knows that her power rests 
firmly athwart the shoulders of her peo- 
ple. She. tends to. go out of her way to 
ensure that ‘her peasants respect her and 
are-happy; because She doesn't conscript 
heavily from her peasants, this might 
leave her open to attack. On the other 
hand, she sees the value of a heavily 
mercenary army, in spite of its steep ini- 
tial cost. Your best form of attack is an 
attack from many sides and’ to many 


_ points; instead of hitting just one.of her 


counties, hit several at once. 


COMPUTER GAME REVIEW 


WHERE THE MEN 

ARE MEN AND 

THE SHEEP ARE 
SCARED 


lf your opponent has 
active fields in a county 


i you are trying to acquire, 


you may be best off 
assailing his peasants 
and pocketbook directly. 
Peasant unrest can be 
fomented by putting vil- 
lages to the torch, while 
his treasury can be run 
dry by destroying his 
crops and livestock. 
Mind you, if you plan on 
keeping the county after 
he has relinquished it, 
you'll have to undo the 
damage; this is time- 
consuming and some- 
what expensive, as the 
peasants will not be fond 
of your terror tactics. 


Dirty ROTTEN 


STEWARDS 


The Steward will run 
your lands to the best of 
his abilities, but he’s 
something of an idiot. 
He’s very helpful at pin- 
pointing problems that 
require your immediate 
attention, but his short- 
term solutions to every- 
day staffing dilemmas 
are to be seriously ques- 
tioned. The Steward will 
not think twice about let- 
ting a field go barren, for 
instance, just so he can 
get the maximum profit 
from the rest of the 
fields. And, once he’s 
done that, he doesn’t. 
have the common sense 
to fix the problem ina 
later season. Trust me 
when | tell you that you 
should look after every 
county you control every 
season. 
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CLIP AND SAVE 


Occasionally, a noble 


= will make the mistake of 
trying to expand too far 
Sand too fast. If ever his 
territory abuts yours, you | 


should take the opportu- 
nity to try and cut his 
fiefdom in two. Nobles 
cannot maintain divided 
lands, and so he will 
have to vacate counties 


") on one side of the divi- 
sion or the other. Often 
me the choice will be defen- 


sive rather than mone- 
tary; the other nobles 
would sooner have one 
territory with a well-built 
castle than three coun- 


# ties with none at all. This 

# will seriously curtail his 
Se ability to garner tax 
7) funds, and any armies 


he might have in the lost 


counties will be given up 
i as well (in one game, | 
H managed to cut the 
fm Knight and the Ear 
| down from seven coun- 
ties apiece to only one 


county apiece in just two 


/ seasons). 


MERCENARIES 


ARE A NOBLE’S 
BEST FRIEND 


Mercenaries are truly 
a boon of the gods when 
attempting to take over 
England. Though their 
cost is high, good mer- 


# cenaries (such as 


Angevin or Spanish 
knights) can strike terror 
into the hearts of anoth- 
er noble’s populace. 
Because mercenaries 


ee prefer to fight to the 


death, they make excel- 
lent fodder. Conscript 
peasants only when you 
must, or when you need 
to reduce. the population 
of a county. 


oo Perhaps your most devious enemy, the 
Bishop has the power of the Church on 
his side. Though lacking in martial: skill, 
the Bishop is nevertheless a powerful 
opponent. His peasants are-almost never 
_ lacking, and his ability to garner peasant 
_ support is second to none. Like a vicious 
rodent, the Bishop is most dangerous — 
~ when he is cornered. : 
Armies seem to appear out of thin air” 
_ whenever the Bishop is*around. He 
- builds incredibly strong castles with one 
major flaw: their singular lack of a moat. 
This presumed oversight allows siege 


towers to be rolled right up to the walls; a 
concerted push by an army of 200 or 
more can overrun his castle in.as.little as 
two seasons. | recommend, m’lord, that 
you blockade: his eastles for at least four 
seasons before attempting this sort of 
foolishness. Be prepared, though, for the 
near- -certain. onslaught of defending 
armies emerging from his counties; you 
should have at least three orfour ancil- 
lary armies surrounding your siege troops 
so as to thwart these attacks’ A full 


“frontal assault by as many troops as you 
can muster is recommended when deal 


ing-with the Bishop. And. don't let his 
threats deter you from your mission. A 
mitered head on the throne surely would 


_. Spell disaster for England. 


Like the Countess, the Bishop relies 
heavily on mohey erops, preferring to-buy 
grain rather than grow it. The sight of 
grain fields is one you'll almost certainly 
nevér’come across on the Bishop’s 
lands. If you can stand to do the neces- 
sary cleanup afterward, don't be afraid to 
destroy his livestock: this will help to 
bring the Ghurch and its mighty coffers 
down a notch or two-” 
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“COMPUTER GAME REVIEW 


When attacking, concentrate on one area of 


a a castles rather = several. 


~ Maintaining your lands re requires ‘quite a a 
bit of skill, with some luck thrown in for 
good measure. Disaster can strike at any 


moment, causing you headaches such 


asa drop in population or a loss of cattle 
Or grain. Sometimes these things happen 
simultaneously, and the stricken county's 
happiness will drop precipitously. With 
good planning, almost any Setback can 
be diverted, and sometimes can be 
turned into a benefit. | i 

In my years as your overseer of lands, 
m'lord, | have found:that, in.counties with 
large populations, most of the fields 


should be devoted to the herding of 
cows,. whilst one or two fields may then 


be used for growing grain or herding 
sheep. Remember this, though:-you must 

always leave at least four fields fallow, so 
that your serfs may properly maintain the 
fertility of the fields. Should any of your 
fields fall barren, you should assign large 
numbers of peasants to looking after 
them; they can often reclaim a badly 
damaged field within the space of one 
season. 

Though sheep will provide you with 
income, they are not a very efficient crop 
for your lands. Although they take fewer 
herders than cows, they. reproduce only 
once a year. And, while their wool will be 
valuable early in your campaign.to rule 


“ When ‘you i defeat a alle sate you will i a message from bil expressing his extreme 
displeasure with you. It's terribly satisfying to conquer the Knight. 


the land, it will become less $0 as more 
and more nobles sell the wool they have 
flarvested to the merchants. 7 have never 


_ $een the price of wool drop below SIX 


crowns per bushel, but.|shave also never 
seen it rise once it reaches that low price. 

In any county where youvgarrison an 
army, you must also have an income and 
stockpile’ of grain; the soldiers will not eat 
anything else. And be certain that any of 
your counties one of your armies must 
pass through has grain on hand to feed 
it; otherwise, your militia’s health will 
drop, and, with it, their morale. 

To matters martial: while many of thes = 
nobles feel the need to havé a large trea-. — 
sury, it need not be so with you. Money is 


only useful when Spent, although'a small 


amount (1500 crowns or so) should. 


always be kept. on teserve for times of > 


need. There will be plenty of time to build. 


your treasury after you have claimed 


your rightful place on the throne. ‘Since 
your peasants do not particularly care for 


conscription, | recommend hiring: metce- 


nary armies. They will remain loyal-as 

long as they are fed and paid. Because’ 
mercenaries are proud’ of-the lives they 
live, though, it is far more honorable for 
them to die on the field of battle than to 
run away from a fight. Your mercenaries 


will not tolerate cowardice,-and wilhkabans— 


don you forthwith if yoy ever i se. 
to retreat. Core Ge 
When besieging a fortress, sometimes — 

the best action to take is no action at all. - 

The Knight's puny castles fall easily to 
starvation and its consequent low morale 
and high death rate. If the health of your 
besieging armies ever starts to drop, you 
should take immediate action. Ladders 
and siege towers will help to.get.your 
forces.within a castle’s walls, but:must be 
coordinated along one wall for best 
effect. If you truly don’t care about the 
condition of a castle once you rule its 
county, feel free.to make liberal use of 
trebuchets. Catapults aretoo ineffective 
for success. Rams are not recommend- 
ed, as they must be used at the gate, 
leaving your forces open to attack from 
one of the most heavily defended areas 
of the castle. -Ted Chapman 


= Your divine right to rule the kingdom i 


unchallenged, at last. 
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TECH SPECS 


Requirements: 

386 or better, VGA, 
CD-ROM, 4MB RAM, 
EMS Memory 


sound Support: 
Most major sound cards 


Controller: 
Mouse, keyboard 


Available for: 
PC and compatibles 


Designed by: 
Blue Byte 


Distributed by: 
Accolade 


GAME SUMMARY 


Control various troops 
as you attempt to com- 
plete strategic goals 
against a well-armed 
enemy force. See really 
cool fly-bys of battle 
sites. Thrill to victory. 
Agonize over defeat. 
Complain about those 
overwhelming odds and 
win anyway. 


A blow-by-blow account of a particular 
scenario or set of scenarios for Battle Isle 
2200 would be counterproductive. The 
computer often utilizes a different strate- 
gy on the same mission. Much of what 
happens in any given game situation is 
likely to be different from any that you 
might experience on a given scenario. 
Because of this, the following several 
pages will concern basic tactics to be 
used in Battle Isle 2200, with specific 
examples drawn from particular scenar- 
ios. 


DEPOTS 


Often times, you will start a scenario 
within striking distance of a neutral depot. 
This is an extremely important goal of 
yours, since often you will be unable to 
complete your goals without the benefits 
that a depot has to offer. This is especial- 
ly true if you feel as if you are badly out- 
numbered at the start of a mission, 
which, in fact, you often are. Usually, a 
factory or depot will contain troops that 


92 . COMPUTER GAME REVIEW | 


TROLLS AND DEMONS 


ARE NO MATCH FOR A 
GOOD SAMURAI. . . 


STRATEGIES COME AND STRATEGIES GO, BUT 
THESE RECOMMENDATIONS WILL SEE YOU 
THROUGH ANY BaTTLe ISLE 2200 SCENARIO. 


get buildings eccupied and 
Awating new mission 


Glory te the ROO 


The buildings you take and keep will pave 
your way to victory. 

you can put to your immediate benefit. 
However, this does not mean that you 
should leap at the chance to take over a 
depot or factory at the drop of a hat. As 
you will see in the sidebar at the top of 
the next page, the computer enemy will 
do just that, and this can play to your 
advantage. However, if you are not care- 
ful, the wily computer will do the same 
sort of maneuver to you—wait for you to 
take a building, and then take it on its 
next turn. This not only costs you the 
building, it also costs you whatever 
pieces were inside. 

Because of this, you should only take a 
depot, particularly an enemy one, if you 
can protect it after you take it, or if there 
are no troops able to capture buildings in 
the vicinity. The exception is if you see a 
computer opponent move a number of 
troops into a building. Take it, move your 
new troops out, and assume that the unit 
you will lose in the transfer of power back 
to him is an acceptable loss. 


GOALS 


Taking a risk that might give you a vic- 
tory is usually worthwhile. You will find 
that the computer responds to a feint by 


going after it wholeheartedly. Take a 
close look at your mission goals and act 
accordingly, keeping in mind that the 
computer can often be tricked into hand- 
ing you the victory. 

For example, on the fourth scenario, 
your goals are simply to take both air- 
ports. The one at the bottom left of the 
map should be no problem, but the other 
lies deep in enemy-held territory. The 
way around this is simple. Keep a 
Ranger unit on hand at the first airport. 
Between freezes of the river, send troops 
around the enemy depot at the map’s 
center. This will keep the computer play- 
er occupied. When the river freezes a 
second time, send your Ranger across in 
a beeline for the second airport. Do not 
worry about losses around the enemy 
depot! If your Ranger gets through, you'll 
win as soon as it enters the second air- 
port, and the computer will generally not 
see a single recon unit like a Ranger as 
much of a threat. 

Along the same line, don't do more 
than your mission asks for. If you don't 
have to wipe out all of the enemy’s 
Samurai2 units, don’t waste your effort 
on them unless they stand in your way. 
You should be single-minded in your task 


Your headquarters (top left) must be protect- 
ed at all costs! 


DEMON 137 


Shown here is an example of massed attacks. The Ranger unit softens up the Demons, while 
the Buggy takes them out with little loss and receives two notches of experience. 


to achieve the mission goals both effi- 
ciently and with as little loss as possible. 


RECON 


Ranger and Buggy units that will be a 
part of nearly every mission. Both of 
them have the ability to see far ahead of 
their current location. Additionally, 
because of their mobility, both have the 
ability to move after they attack an 
enemy unit. Plus, both Ranger and 
Buggy units have a special ability beyond 
their great speed and mobility that make 
them worth keeping safe. Ranger units 
are able to capture neutral or enemy 
depot and factory sites. Buggies are able 
to attack from range. 

What this means is that while both of 
these units are considered to be recon 
units, both of them are also much too 
valuable to be used as recon troops. 
Sending a Ranger unit into unknown ter- 
ritory is often tantamount to having them 
wiped out in the ensuing turn. Both 
Ranger and Buggy units are very fragile 
in combat, and are not very useful 
against anything other than other recon 
units, Demons, or non-combatant units. 
A unit of Rangers surprised by a well- 
stocked Samurai2 unit, or even 
Technotrax will be rendered non-combat- 
ive in a few seconds. 

While this is bad enough if it happens 
to a Buggy unit, it is often critical if it 
should happen to Rangers. If your 
Ranger units are destroyed, the only way 
to take over the critical installations is 
with slow, unreliable ground troops. 

The solution to this problem is two-fold. 
lf the fringes of the area you wish to 
recon Is currently devoid of enemy 
troops, move your Ranger or Buggy unit 
no further than one hex away from the 


edges of the current visible region. While 
you might end up attacked on the next 
turn, you will only suffer through one 
attack, and should be able to pull the unit 
back before serious losses are taken. 
With Buggy units, if this tactic causes 
enemy units to appear within range of 
their ranged weapon, you can hit them 
and pull back on the same turn. 

The other tactic is, if possible, move a 
recon unit next to a weak or badly dam- 
aged enemy unit for your attack. Be care- 
ful not to move next to a darkened hex, 
as this will often result in your being 
ambushed. This way, you can move in, 
look around and get off an attack at little 
risk to your precious unit. If the situation 
is dire, you will have the chance to pull 
back after the attack. 


TRANSPORT 


While not important in the initial scenar- 
ios, transport units will become both 
increasingly critical and increasingly diffi- 
cult to use. Initially, the maps will be small 


aed 


ATTACK 


Move in your Buggy units to attack the enemy Buggies fr 
attacked, pull back. Then send in your heavier troops. 


and quick movements will not be that 
important. Later, as the maps get larger 
and you goals are further inside enemy- 
held territory, you will need to get your 
troops to the front lines more quickly. 

There are two major types of transport 
units; those that can fight and those that 
cannot. Combatant transport units include 
the VaderD1 landing craft—one of the 
more useful transport units, since they 
are amphibious, and thus able to go virtu- 
ally anywhere. Snake armored cars are 
the land-based equivalent of the Vader 
craft. While they cannot travel on water 
(obviously), they are much more heavily 
armored and are much better offensively 
as well. Their main limitation is how 
immobile they become in inclement 
weather. Keep them to the roads and 
they will serve you well. 

Unarmored transport is much more diffi- 
Cult to use effectively. If you start a sce- 
nario with unarmored transport, feel free 
to use it, but do not build any. While it can 
hold a greater number of units, its uses 
are very limited. At no time should you 
ever stack more than two units in an 
unarmored transport vehicle! If attacked, 
you will probably lose the unit in one turn, 
and with it, everything stacked inside. If a 
transport unit of any sort comes under 
attack, drop the cargo at the first avail- 
able opportunity and pull it back. You 
may have to delay the attack you were 
working on—this is better than losing 


everything. 
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om a distance. After you have 


COMPUTER GAME REVIEW 


THE Derort 
ENnD-AROUND 


There is a very sneaky 
way to get around pro- 
tecting your various 
depots and other build- 
ings. Your computer 
opponents cannot resist 
the chance to take over 
any buildings they can 
reach, regardless of 
whether or not it is 
advisable. You can use 
this to your advantage. 
Simply leave a Ranger 
or Demon unit (or even 
a Troll, although you 
might want those on the 
front lines) next to your 
depot. Let your enemy 
send his units in to cap- 
ture the building. On 
your next turn, you can 
simply send in your 
Ranger or Demon and 
reclaim the base, along 
with your opponent's 
unit(s) inside. Not only 
do you lose nothing, you 
actually gain a unit! 

Several notes: if you 
have just built units in a 
particular factory, don’t 
let the enemy take it, or 
he will get those units. 
Additionally, under no 
circumstances should 
you ever let an enemy 
unit take your headquar- 
ters, as this will end the 
scenario unfavorably. 


EXPERIENCE 


When you are about to 
win a scenario, have 
every unit that does not 
have five levels of expe- 
rience attack, if such an 
attack will give them five 
levels of experience. 
When you win the sce- 
nario, this will translate 
into experience that you 
will be able to use in 
future scenarios. Make 
sure that you don't get 
any units killed doing 
this. 
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More EXPERIENCE 


Your units receive one 
point of experience for 
attacking or being 
attacked. If one of your 
units, by attacking, caus- 
es an enemy unit to be 
destroyed, an additional 
point of experience is 
awarded. Because of 
this, you can do some 
interesting things in the 
way you get experience 
for your troops. 

One tactic that works 
well is to have one rela- 
tively powerful unit 
(Samurai2 units work 
well, as do Trolls) trail 
along behind a group of 
other units. When an 
enemy formation will be 
destroyed with one final 
attack, bring this unit in 
and attack with it. It will 
receive two experience 
points and in return, will 
take little or no damage. 
Do this a couple of times 
and you can have a unit 
with incredible experi- 
ence and virtually no 
losses. 


BUGGIES 


You will be seeing a 
lot of these guys. While 
the are considered 
recon units, Buggies 
have the ability to hit 
from a distance. Use 
yours on enemy Buggy 
units by stopping one 
hex away and then fir- 
ing. After you fire, you 
can move again, so 
move right next to the 
unit you just attacked. 
You will have gained 
experience and will not 
have any losses, while 
your enemy’s unit will 
have no additional expe- 
rience and should be at 
less than full strength. 
This tactic also prevents 
his using the Buggies 
missiles on your troops. 


Support units, like transport units, will 
become increasingly more important as 
the game progresses and will be increas- 
ingly difficult to use effectively. Your sup- 
port troops are important, because they 
allow you to keep your battle units at the 
front without having to pull them all the 
way back to one of your installations. You 
can use the various units of resupply, 
refuel and repair your troops to turn them 
around much more quickly. 

Using support troops effectively means 
keeping them up toward the front lines, 
able to assist your main battle troops but 
not so close to the lines that they can be 
attacked by enemy troops. Support units 
are non-combative and are easily 
destroyed by enemy troops, much like 
non-combative transport units are. If you 
allow them to be attacked by the enemy, 
you are effectively giving his troops free 
experience. 

The remedy, then, is to keep your sup- 
port units about two moves behind your 
lines. This allows you to pull damaged 
units back for repair and refueling without 
having to pull them all the way back. This 
means they are repaired sooner and are 
back to the front lines sooner. Also, if 
there is a breach in your lines, you'll be 
able to drag the support units back with- 
out fear of their being assaulted. 

It is a good idea to keep a couple of 
more powerful units back with the sup- 
port team to guard against the possibility 
that the computer opponent will sneak 
one of his Ranger or Buggy units behind 
your lines. 

It is also important to remember that 
each support unit can only take care of 
one of your units per turn. Don’t try to pull 
back half of your forces at the same time! 


i My profound thanks, Strategist 
Haris. / 

My sister was able to effect her es— 
cape from a village named Gond. 


Pay strict attention to the pop-up scenes. They will often relay critical information 


Try to work out a schedule of rotation, 


~ bringing back the units to be fixed up and 


rearmed in cycles and returned to the 
front lines in cycles rather than having a 
massed attack followed a couple of turns 
later by a mass retreat. 


PRODUCTION 


Like any war, the battle you are fighting 
in Battle Isle 2200 is a war of production. 
You cannot expect to win if you do not 
control the means of production! This 
cannot be stressed enough. The means 
to production are the means to victory! 


ied 


init 


Never pass up an opportunity to destroy an 
enemy unit! 


Be careful about creating units when 
one of your factories can be taken over 
by the enemy, as you will lose them 
immediately (except in certain cases. 
See below). If your factories are a good 
distance back from the front lines, create 
a couple of transport units and shuttle 
them back and forth with the units you 
build every turn. This way, you can keep 
a fresh supply of troops coming toward 
the front. Do not neglect to create sup- 
port troops if you need them. 
Additionally, do not forget to create units 
that can build roads, bridges and rails. All 
of your units will move more quickly on 
paved surfaces, and some of your most 
critical units are unable to move without 
rails. A well-placed road can get you to 
where you are going much faster than 
without, and oftentimes, mobility is the 
key to Success. 


enemy troop movements and weather conditions. 


mass 


ATTACKS 


It should not come as a surprise when | 
tell you that destroying one enemy unit is 
better than damaging two or three. You 
should attack, if possible, a unit until it is 
destroyed on a given turn. Letting the 
unit live gives your enemy the chance to 
pull it back for repair. Should it not be 
pulled back, it is still another unit that can 
be used to attack you. 

Massing attacks has an additional ben- 
efit. You get a significant advantage if 
you can block your enemy into a hex. 
The more you box a unit in, the easier it 
is to kill. By massing your troops against 
a given enemy, you increase the likeli- 
hood that you will be successful in the 
unit’s destruction. 

When doing this, be aware that you 
should plan for which unit will do the 
actual killing. Having very experienced, 
strong units is good, but having very 
experienced recon units is also extremely 
useful. Getting some Buggy units into the 
significant range (5 or more) will allow 
them to use their missiles much more 
effectively. The benefits of this should be 
obvious. The same goes for Troll units. 


SNEAKY 
TACTICS 


Need a way to get some experience for 
some of your units? Here is the sneakiest 
way in the game to do so. It involves the 
Depot End-Around defined on the previ- 
ous page. When an enemy unit is about 
to take over a factory of yours, build a 
bunch of non-combative units. When 
your enemy takes over the factory, he 
will move them out right away. Not only 
will you then be able to take back the fac- 
tory on your next turn, you should be 
able to destroy his new units easily, gain- 
ing valuable experience at no risk to you. 
If he doesn’t move the units out, you can 
take them yourself when you reclaim the 
factory. -Steve Honeywell 


Do not let this unit escape! Attack with 
everything, and finish with the Samurai! 


MTRAGE TECHNOLOGIES PRESENTS 


Where nothing is human, mercy is a foreign concept. At Electrocorp, 
the largest manufacturer of military and industrial robots, there are 
no humans. And when an evil virus infects, the robots begin their 


grisly uprising. There is only one way to end the rampant evil: send 
in an eliminator. You are selected. You are the Cyborg. You must 


destroy six robots, each equipped with more superior battle skills 
than the next. When the robots rise, there can be no mercy. 


Ultimate in 3-D graphics 
and animation 


[SUS eas 
First game with film-quality, 
controllable graphics 


TIME WARNER 
iNTERACTIVE 


Visit your local retailer, or call 800-482-3766 to order. 
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